V aD 


ISSUE 02 |MARCH.- AP 


How fans of the 25 year-old beat-em-up rallied 
together to revive the 8-bit masterpiece. 
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The inside story behind the timeless 
artworks that helped definela generation. 
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From the creators of The Neverhood 
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Coming summer 2014 


SRGE 2014 Washington State 
dune 28. 29 Convention Center 


MORE GAMES TU PLAY y MORE STUFF 10 BUY 
MORE EVENTS 10 ATTEND " MORE FRIENDS 10 MAKE 
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¢ Vendor Hall: 5500+ ft? of games, art and accessories 
* Demos: Play the latest from independent developers like 17-bit 
¢ Free Play Room: Over 1500 games to play 

/* + Panels Room: Hear from industry experts 

¢ System Link Room: 10 player Steel Battalion and 8 player 

_ Xbox System Link 
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What's Old Is New Again 


meet the 


Mike Kennedy 
Publisher 


In addition to a big first year for 
RETRO, Mike yearns to finally finish 
Secret of Mana in 2014. 

Favorite Genres: Shmups, Twitch, 
Platformers, RPGs 

Favorite Games: Starmaster, Fast 
Food, Strider 

Now Playing: Stee! Diver: Sub Wars, 
Strider 

Currently Debating: What he's 
looking forward to more: Armikrog 
or Weapon Shop de Omasse 


David Giltinan 
Associate Editor 
David hopes to reduce his backlog 


by beating more games than he buys. 


Favorite Genres: Fighting, Action- 
adventure, Puzzle 

Favorite Games: Chrono Trigger, 
Street Fighter ||, Battletoads & Double 
Dragon 

Now Playing: Borderlands 2, XCOM: 
Enemy Within, Spec Ops: The Line 
Clearing His Hard Drive: 

For the supposed 100 games 

being released this year for the 
PlayStation 4 


Mark Kaminski 

Creative Director 

With good weather on the horizon, 
Mark is glad he will soon be able 
to design RETRO from the great 
outdoors. 

Favorite Genres: Action, Shmups, 
Survival Horror 

Favorite Games: Twisted Metal 

2, Life Force, King's Bounty, Rygar, 
Resident Evil Outbreak 

Now Playing: Flappy Bird, Strider, 
Castlevania: Lords of Shadow 2 
Bottling: His barrel-aged barley- 
wine (1 year old) 
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Reader Mail - Readers react to the 
premier issue of RETRO and more in this 
edition of RETRO Responds. 


Nuts and Volts - Scott gets into building 
arcade cabinets, fixing PS3s, and more. 


Links We Like - Check out some of our 
favorite Internet waypoints. 


Gamerspots - William Culver finds 
some new spots you need to visit. 


GameGavel Digest - Get the latest info 
on RETRO's official gaming auction house, 
GameGavel.com. 


ToeJam & Earl Live...Sorta - An old 
dev kit unveils new revelations about the 
Dreamcast game that almost was. 


PlayStation Now Loading - Sony 
preps their classic library as the gaming 
subscription service readies for launch. 


Homebrew Hits - Michael Thomasson 
dishes the latest on the homebrew scene. 


Fear the Fury - What the world needs 
now is zany ‘80s action. 


Losing a Legend - RETRO notes the 
passing of a Sega art legend. 


Asia Beat - What's new in the Far East? 
Kat Bailey is on the case! 


The U.K. Minute - Mike James is back 
with all the fish, chips, and newsy bits you 
can handle. 


Arcade USA - William Culver 

takes a look at some record-breaking 
performances and some new machines 
headed our way. 


Balls of Steele - Kevin Steele catches 
up on the latest and greatest in the wild 
world of pins. 


The Schwag Bag - Tunes, T-shirts, 
and tiny consoles galore in this month's 
Schwag. Get some! 


Industry Icon - We chat with Ed Fries 
about how he got his start, why he left 
Microsoft, and the work he’s doing on the 
Atari 2600. 


RETRO High 5 - Luke sounds off on 
new-school gaming trends that make his 
inner child cringe. 


River City Ransom: Underground - 
Get an inside look at this 8-bit beat-em- 
up's blistering comeback. 


RETROspective - Join us for a look 
at one of the weirdest, deepest sports 
strategy titles ever made in Crush Delxue! 


S32 hint The Art of Atari - We take a look back 
at how marketing magic helped make one 
of gaming's true trailblazers a household 
name. 


36....... Ring Leaders - Patrick Scott Patterson 
jumps into the squared circle to take a 
look at wrestling's founding fathers. 


38.0... A Tasty Timewarp - Lorne Lanning 
unleashes pointed opinions on why 
the upcoming Oddworld doesn't need a 
reboot. 


40....... Cartoon Violence - Can Studio MDHR 
blend a tasty brew of shmup and fighter 
in Cuphead? 


42....... Going Long - After a failed Kickstarter, 
the Mutant Football League tries to rally for 
a late victory. 


43 casks Kickstarter Corner - From alien 
escape artists to beardtastic perv 
pummelers, this installment of KS Corner 
has it all. 


44 we Latest Release - We dig into Broken 
Age, Bubble Bobble: Lost Cave, and 
Capcom's reboot of Strider. 

BT scssss Retro Reviews - Do Kolibri, Blazing 


Lazers, and Zombies Ate My Nieghbors 
stand the test of time? 


BO isis Insane Game Collection - The folks 
at the Videogame History Museum know 
a thing or two about massive collections. 
Learn how they built theirs. 


52 ivi? Collect-a-thon - Chris Kohler continues 
his Nintendo kick with a look at the best 
of the SNES. 


54... RETRO Rarities - Jeremy Parish takes a 
look back at Dracula X: Rondo of Blood for 
the PC Engine Super CD. 


56....... Primal Soup by Jeremy Parish 

BB assess Retro Regrets by David Giltinan 
59... Conventional Wisdom by Kevin Baird 
60 vse. Seanbaby vs. The World by Seanbaby 


62....... NES Nation by Pat Contri 
63 ....... Dev-olution by Andy Eddy 


04 cies Experience Points by Scott Johnson 
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The 3DS’s Not-So-Super Virtual 
Console 

I'm in love the Virtual Console on the 3DS. It’s so 
great to be able to play the classic Game Gear, 
Genesis, and NES games, but are there any plans 
to put out some Super Nintendo games on the VCP 
| Rnow that the Wii and the Wii U have them but 

it would be great to relive Earthbound on the go. 
Thanks and keep up the good work! 

— Tom Reinert 


RETRO responds: Sure seems like a good move for 
Nintendo, Tom, and we've always been mystified 
as to why they haven’t managed to get this rocking 
sooner considering the fact that SNES games have 
hit other VC storefronts, not to mention the obvious 
demand. 


There may just be some light at the end of this tunnel, 
though, as late last year, Nintendo released an image 
showcasing the addition of Miiverse functionality to 
the 3DS that showed off Contra III: Alien Wars for the 
SNES. 


While this could simply be a bit of an “oops” on 
Nintendo’s part, many are speculating it may be 

an accidental reveal of larger plans for The Big N’s 
potent portable, making it a storyline to watch as we 
approach major gaming conferences like E3 and TGS. 
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RETRO’S Reboot Wishlist 

With a lot of retro games getting HD remakes or 
reboots like DuckTales, Castle of Illusion, Strider, and 
such, what is one game you would like to see get the 
same treatment? Personally, | would love to see them 
do something with The Lost Vikings. 

— George Filby IV 


RETRO responds: Talk about a loaded question. 
There’s so many classics we hope will make a 

proper comeback, and as you can see with the host 
of revivals represented in this issue like River City 
Ransom: Underground, Oddworld: New ‘n’ Tasty!, 
and Mutant Football League, a lot of age-old favorites 
are already in the pipeline. 


Narrowing it down to just one would be tricky, but our 
short list would definitely include a true JRPG sequel 
to Phantasy Star, a new take on Rare’s mud-kicking 
racer F.C. Pro-Am, and Eternal Darkness is also 
pretty high on our list. 


Just wanted to say that this magazine looks amazing. 


Got a question though. What forgotten Nintendo IPs 
would you like to see remade? With forgotten IPs 
being games like Wrecking Crew. 

— NES Jumpman 


Welcome to RETRO lResponds, where we answer 
questions from readers. If you’ve got a question for 


the crew, hit us up at LETTERS@READRETRO.COM 


and you might see yourself in our next issue! 


RETRO responds: You all sure have reboots on 

the brain this month! When it comes to Nintendo 
properties, the thought of F-Zero, Golden Sun, or Star 
Fox making a comeback on the Wii U are all pretty 
enticing. But for us, StarTropics is the game we feel 

is most overdue for a current-gen curtain call. What 
about you folks? 


Building-Bashing Fun 

Dear RETRO, | really like playing Rampage. Can you 
recommend other cool retro games for me to try out. 
— Ava, Age 7 


RETRO responds: Thanks for the question, Ava! If you 
get a kick out of bashing buildings, King of Monsters 
is a great expansion of the gameplay in the Rampage 
series. IF you just like to blow stuff up, Blast Corps for 
the Nintendo 64 is also a ton of fun. Thinking outside 
the box a bit, we also think Katamari Damacy‘s 
brand of ball-rolling madness could be right up your 
alley. We hope that helps! 


A Special Thanks 


As many of you already Rnow, RETRO is a 100% 
independent magazine funded by you, the fans. 

As part of our IXickstarter campaign, we offered the 
ability to see your name in the pages of RETRO as a 
backer, but some folks didn’t get us their info in time 
to make it into the first issue. 


Not wanting anyone to feel left out, we wanted to 
extend a special “thank you” to the following backers 
who have followed up with us since: 


° Ben Moen 

* Bobby Blackwolf 
° Eric Horchheimer 
° Mike Thompson 


TECH QUESTIONS 
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IN| LI a S »yScott Schreiber >Y, 


Any tech head will tell you that tinRering with games and their associated 
hardware is almost as fun as playing the games themselves. IF you've got 
some busted gear, are attempting a restoration, or maybe you want to try your 
hand at a mod or custom cabinet, send your tech ee to our resident 


expert Scott Schreiber via techqu 1. He'll do his best to 
help you out! 


I've been looking into building a MAME 
or at least a multi-JAMMA arcade cab 
and | don’t want to solder. What is the 
best setup to go with? 


— Ramone A. 


Scott says: Keyboard encoders are a good way to 
interface a PC to an arcade cabinet. These little circuit 
boards let you wire joysticks and other arcade controls 
into the PC, which reads the device as a standard 
keyboard. Most of the encoders on the market have 

a no-solder version with screw terminals to hold the 
wires. Virtually all arcade button and joystick types 

use a fairly standard 187 terminal, and they make a 
no-solder harness for specialty controllers such as 
trackballs. The .187 connectors are designed for you 

to strip the insulation from the wire and crimp the 
connector on using simple tools available at a hardware 
store. If even that makes you nervous, some encoder 
and JAMMA harness manufacturers sell harnesses with 


connectors already crimped on. 


: [have a broken PS3 and watched the 
: YouTube videos about fixing them with a 
: heat gun. Can | fix it this cheap? 


Rob. 


Scott says: When you say “broken,” we're going to 
assume it's the yellow light of death, and not that a 
DVD's stuck in the drive. Modern consoles are made 
the same way that most devices are made. A circuit 
board runs down an assembly line where robots place 
parts onto the board. The populated board runs through 
an oven where all the solder melts at once. A lot of 


planning goes into this process so it creates good 


solder joints but doesn't overheat the parts. In precision 
manufacturing we're talking fractions of degrees and 
seconds. 


Many modern consoles fail because the heating and 
cooling cycles of high-energy components (CPU and 
graphics chip) create or expose imperfect solder joints 
: on one or more of the hundreds of small connections. 


What you are doing with a heat gun, which reaches 
500-1200 F (well above the melting point of solder), 
is creating a very inaccurate re-flow oven with wildly 
variable temps. If you're lucky, the heat will re-flow the 
failed solder joint(s) without breaking other ones or 
damaging components. 


Does it work like in the video? While pretty far 

from laboratory conditions, if you get lucky it can 
indeed return a dead console to life. It might not be a 
permanent fix, seeing how unpredictably sloppy the 
methodology is, but many such fixed consoles have 
worked for years. A better (if still imperfect) alternative 
is to find a videogame shop near you that does console 
repairs and has a bench-top re-flow unit, which will 
provide a more accurate and even heating of the 
components. 


Half of my NES 
controllers 
have one or 
more buttons 
that don't work 
any more. Is 
there a fix? 


— 8bitbrain 


Scott says: Most of the time the answer 
is yes. Outside of rare, cracked PCBs or 
totally worn-away PCB contacts, you 

can restore most NES controllers to full 
functionality. In some cases, just cleaning 
the PCB's contacts with alcohol will do 
the trick. But if you're bothering to take 

it apart why not do the whole job? Just 
search for “NES controller repair kit” on 


the web to get replacement parts for 


the rubber membranes that connect 
with the PCB and provide the buttons’ 
spring action. These kits are cheap and 
effective, so order one for each controller 
and get most, if not all of them, in 
working order. 
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ARCHIVE 


INTERNET 


Historical Software Collection 


If you're looking for a trip down memory lane, look no further 
than this handy archive of some of gaming's most revered 
titles. Launched on October 24, 2013, the Historical Software 
Collection focuses on a few dozen ground-breaking products 
the curator feels were instrumental to the evolution of the 
medium, with the promise of many more to come. 


MORE INFORMATION: 
archive.org /details/historicalsoftware 


Free Paintings 

When she's not writing songs about consuming copious 
amounts of adult beverages, musical maven Ali Spagnola 
likes to paint. Because she’s cool like that, every day she turns 
one fan request into a painting, and actually mails it to its re- 
quester. As luck would have it, many of those pieces feature 
some of our favorite videogame characters. 


MORE INFORMATION: 


alispagnola.com/Free 


See www.readretro.com 


LINKS WE LIKE 


Videogame Box Protectors 


Condition is everything in collecting, whether it’s coins, comic 
books, or classic games. Some game boxes can be worth 
thousands of dollars in mint condition. Video Game Box Pro- 
tectors offers acid-free clear plastic cases that are sized to fit 
all kinds of classic game boxes, from common sizes like NES 
and SNES to oddly sized ones like 3DO and TurboGrafx-16. 


MORE INFORMATION: 


videogameboxprotectors.com 


Metroidvania 


When contributor Jeremy Parish isn’t writing for US Gamer, 
podcasting, or registering random game-themed URLs, he 
likes to list games that worship at the alter of “Metroidvania.” 
For the uninitiated, Parish sees these as any titles that fall 
into the description of “platforming action games designed 
with an emphasis on exploration and cumulative character 
upgrades that facilitate progress.” If that's your bag, then you 
really ought to check out this awesome resource. 


MORE INFORMATION: 
metroidvania.com 


SegaNerds.com 


This hedgehog-hugging hub is the product of RETRO contrib- 
utor Chris Powell, and is dedicated to all things Sega, with 
tons of info, news, features, and more to help keep your inner 
Sega scream a-screamin’. It’s also home to the NerdCast (the 
crew's monthly podcast), a lively forum, and the occasional 
giveaway, so be sure to pay them a visit. 


MORE INFORMATION: 
seganerds.com 


> 


OUTERLANDS 


A DOCUMENTARY SERIES 


Skat 
Area 5 


A shout-out must go out to this crew of longtime gamers and 
video production gurus following the successful Kickstarter 
campaign to fund Outerlands, a documentary series centered 
around the history and culture of videogaming. They've also 
worked on features for Capcom, Sony, and Activision to 
name a few, so we're expecting big things from their six-ep- 
isode documentary series. Now if only we could get them to 
do a feature on Mike's adventures in flea markets... 


MORE INFORMATION: 
area5.tv 
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Gamers 


While most gamers hit up major retailers for their gaming fix, the hardcore know. 

that plenty of hidden gems exist, if you're willing to do some digging. That's just as 
true for cool gaming-related places. Toward that end, every issue we'll highlight.a few 
gaming hotspots that should be well worth a visit. If you'd like to see your favorite spot 
featured, drop us a line at contact@readretro.com! 


Rawdbiasters 


TA ZS HS 


Pr Oe Gas & ELS = 
AWRY CS AN DEE 


TIMELINE ARCADE WHAT THEY'RE ALL ABOUT: 


Now in their new location, this 


ADDRESS: 22 CARLISLE ST. arcade is a true gem. You'll find a 
HANOVER, PA 17331 range of excellent pinball and ar- 


cade games from the ‘60s through 


TIMELINEARCADE NET the modern day. (The recent world 


record was also set at this arcade!) 
This very family-friendly location 
has a Wi-Fi lounge for parents to 
hang out in while the kids play. 


THE PLACE RETRO ARCADE WHAT THEY'RE ALL ABOUT: 


Kim and Cary Chaney opened this family-owned 
aN E. 


GALBRAITH ROAD, arcade in June of 2013. Expect a nice selection 
INCINNATI, OH 45236 of classic arcade games and pinball machines. N eH WHAT THEYRE ALL ABOUT: 


It also features several monitors where patrons N This new game store opened in 


URL: THEPLACERETROARCADE, c2nPley console games from Atarito P53. Along MMM) nowasmenccraen Sits etl sin moe 


WEEBLY. COM with the arcade they also buy and sell games for BS, see ae eee. 
classic and modern consoles = from the classics to modern. The 
; THERABBITHOLENC/INFO staff's very friendly and knowl- 


edgeable! 


DUSTY’ OLDIES AND GOODIES =a THEY'RE ALL ABOUT: = 2 SAVE POINT VIDEO GAMES WHAT THEY'RE ALL ABOUT: PLAY N TRADE WHITE OAK PLAZA WHAT THEY'RE ALL ABOUT: 
el Til 


his family-run store has a little H Save Point specializes in retro The staff is very passionate 
> 8728HWY 2301, bit of everything. Daily postings © S640 UNIVERSITYCITYBLVD gaming sales, but also offers 1223 TIMBER DRIVE, about videogames. If you're look- 
YOUNGSTOWN,FL32466 on their Facebook page lst new [MMMM 9-9, CHARLOTTE,NG28213week'y tournaments, giveaway GARNER, NC27529 ing for a rare gem, you can have 


is items for sale, with some great : contests, arcade/pinball ma- them put you on a waiting list to 
FACEBOOK.COM/ deals to be found. The friendly FACEBOOK.COM/SAPOINTVG © chines, reproductions, collect: PLAYNTRADE.COM be notified when it comes in. 


USTYSO staff gives you a “homey” feeling ibles, and all of your other gaming 
D LDIESANDGOODIES while you shop. . needs. An impressive resume, 


indeed. 
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Gavel 


GAMEGAVEL DIGEST 


GAMEGAVELDIGEST 


Video Game Auctions. News & Reviews. 


GameGavel News 


Every month videogame auction site GameGavel. 
com hosts some very special retro-gaming 
auctions. Some of these items are rare and 
command high prices, while others are just cool 
in their own right. Here are some interesting 
items GameGavel’s had on the auction block 
over the past couple months. 


Now you can view GameGavel auctions paired 
with all the content on RETRO magazine's new 
website, www.ReadRETRO.com. It is the only 


website where you can read about your favorite 
classic games and bid on them at the same time. 


Start growing or financing your collections; 
buy and sell on GameGavel.com without the 
high fees on eBay or Amazon. 


N ES RO.B. COMPLETE WITH GYROMITE 


In order to differentiate itself from the failing 
American game consoles during the Videogame 
Crash of 1983, Nintendo launched their new console 
with the inclusion of the Robotic Operating Buddy, 
or R.O.B. Only two games were released for R.O.B., 
Gyromite and Stack-Up. Today, R.O.B. can bring in 
over $100 if it's complete and working. 


Buy Now: $109.99 


Se www.readretro.com 


What's hot on GameGavel.com // RETRO’s very own auction site 


ATARI 


COSTUME &: MASK | 


ATARI COSTUME & MASK 

Proof you never know what you might find on 
GameGavel.com, this Atari Missile Command 
Costume & Mask must have been the envy of little 
kids everywhere in 1980. This one is complete in 


box with mint-condition mask and costume. 


Starting Price: $50.00 


MARRI« Il BFA NAB 


SEGA MARK III OUT RUN 
You can expect to find import games on 
GameGavel, like this Out Run for the Sega Mark III. 
The Sega Mark II] was marketed in the USA as the 
Sega Master System. Collecting import games and 


consoles is becoming more and more prominent 
with collectors around the world. 


Buy Now: $4.99 


‘Sema. 
GENESIS) 


LICENSED BY SEGA ENTERPRISES LTD 
FOR PLAWON THE SEGA GENESIS SYSTEM 


SEGA GENESIS M.U.S.H.A. 
M.U.S.H.A. is a vertical scrolling shooter released 
for the Sega Genesis in 1990. Today this is one of 
the most sought-after Genesis games. Boxed copies 
routinely fetch in the neighborhood of $200-$300 
and loose cartridges $100-$150. 


Starting Price: $200.00 


7-12703H 


SEGA SATURN DRAGON FORCE 
The American company Working Designs made 
a name for itself porting over many of the great 
Japanese RPGs to U.S. consoles. Dragon Force was 
one of their best for the Sega Saturn, and typically 
sells for around $100 complete in case. 


Buy Now: $110.00 + Free Shipping 


~ 


A ©  PLAY@TRADS 


Trade in or purchase those old school 
games/consoles. 


Generous selection including collector’s editions. 
888-PNT-GAME wot 

ployntrade.com | WX Relive your childhood with Nintendo, Sega 
= ‘ Genesis, Atari, Game Boy, Gamecube and more. 
RETRON'S} Pre-order the Hyperkin 


Retron 5 at any Visit a store near you or visit: 


Play N Trade 
location today! 


www.playntrade.com Like us on 
www.facebook/pntcorp facebook 


PLAY@ TRADE All logos, registered trademarks, distinct likeness, characters, and images are the property of their respective owners. While supplies last. Offer and 


participation may vary. See store for details. Play N Trade is an independently owned and operated franchise. www.playntrade.com 


® Are youa retro gamer? 
This book is for you. 


NIntase 
The premier Retro Gaming Podcast featuring: Pe =) | oe 


Top-10 Debates, Hardware Flashbacks, ensoles 
Classic Gaming News and Interviews with 
retro gaming luminaries like: THE GREATEST GAMING PLATFORMS OF ALL TIME 


Al Alcorn Jeff Minter 

David Crane Howard Philips 

Ted Dabney Bob Polaro 

Bill Fisher Steve Ricthie 

Ed Fries Bob Smith % 

Rebecca Heineman Jay SMith 

Jennell Jacquays John Sol Bu. log oa ao 
a @ 


Gary Kitchen ...And More! 


Streaming 24/7 and it’s FREE! 
WWW. retroga m | n g roun d u p. com Use discount code when ordering directly through 


*Offer expires 6/1/2014 


GAMING NEWS 


INDUSTRY NEWS 
OPINIONS & RUMORS 


@ AFUNKY FIND 


ToeJam & Earl I// beta discovered 


on Dreamcast dev kit. 


’yChris Powell 


There couldn't be a more painful time to be an ardent Sega acolyte than early 
2001, when Sega pulled the plug on the Dreamcast, resulting in several games 


in development never seeing the light of day. 


Thankfully, some of these titles found a new home on Microsoft's Xbox. However, a 
handful of games were canned altogether. Luckily, even some of these found new life 


when they were leaked on the Internet years later. 


Strangely enough, ToeJam & Earl III: Mission to Earth kind of fits into both of these catego- 
ries. Almost immediately after canning the Dreamcast version, the team began work on 
the Xbox port. But the game that the public would largely ignore on Microsoft's big-ass 
black box was very different than the title ToeJam & Earl Studios aimed to cook up on 


the Dreamcast. 


It's crazy to think we might have never experienced the game series creators Greg John- 
son and Mark Voorsanger originally envisioned if it wasn’t for a bit of luck, a load of 
cash, and the work of a Dreamcast development kit hunter from the Netherlands known 
as ZakhooiTM. 


After purchasing a devkit off eBay for $1,200, ZakhooiTM said he couldn't wait to dig 
around to see what treasures might await inside. After connecting the kit to his PC, he 
found TJ&E3's game assets but had to do some work to make a bootable version. 


After trying the game's seven playable stages, he was surprised to find that it was very 
different from the Xbox version, and more similar to the original Genesis game. 


“Basically we started out rebuilding (the original ToeJam & Earl) as true as we could, but 


with better audio, graphics, user interface, and a bunch of new presents and Earthlings,” 


Johnson tells RETRO. “Then, when we were about six to eight months from being done, 


www.readretro.com 


Sega [representatives] said, ‘This is too old school. J&E fans might like it, but other 
players won't, so we want you to change it. We want you to add bosses, gates, locks, 
minigames, collectibles, cinematic sequences, and make the game a hub structure and 
not a level structure, and make it so you can’t really die in the game.’ Then, they put 
DONKEY KONG 64 on my desk and said, ‘Make it like this.’ | said, ‘Er...seriously?”” 


What's more, Johnson tells us his team had plans for online multiplayer features that 
were not included in the Xbox version. “The multiplayer mode allowed people to play 
cooperatively online or over a LAN,” Johnson says. “It supported up to three players, 
who could choose between ToeJam, Earl, and Latisha. It was working just fine on the 
Dreamcast. I’m not really sure why we had to scrap it when we moved over to the Xbox, 


but | remember being bummed about it.” 


n what should be seen as an example for future devkit hunters, ZakhooiTM reached out 


o Johnson before he released the game publicly. 


After talking it over with Voorsanger, Johnson gave him the permission he was looking 
or with a few caveats — he couldn't sell the game or distribute it on disc. Accordingly, 
ZakhooiTM created a post on the Assembler Games forums with a link to download 


he game absolutely free. 


As great as it is to be able to play this half-completed game, it's a bit painful to think we 
could have had it on Dreamcast and played it online with two of our best buddies. In 
the end, though, at least we get to play this prototype thanks to ZakhooiTM's cash and 


dedication and Johnson and Voorsanger's generosity. 
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PlayStation Now Details 
Finally Surface 


Sony's subscription-based gaming 
service is packed with potential. scnis power 


At January's Consumer Electronics show in Las Vegas, So- 
ny's Kaz Hirai and Andrew House finally let the world in on 
what they plan to do with Gaikai, the cloud gaming service 
Sony purchased for $380 million in June 2012. 


Gone is Gaikai and in its place is PlayStation Now, which 
will enable users to play games from the PlayStation family 
via the cloud. You'll be able to play from many devices, in- 
cluding PS4, PS3, Vita, smartphones, tablets, and the latest 
Bravia TVs. Sony confirmed it will have both subscription 
and rental options available when the service launches this 
summer, but didn’t elaborate on pricing, or whether Play- 
Station Plus subscribers will have to pay additional fees. 


“We are thrilled to deliver entertainment experiences only 
possible from PlayStation through our new streaming 
game service,” said House. "PS Now will allow users to en- 
gage in the world of PlayStation, whether they're existing 


” 


fans or have never owned a PlayStation platform. 


The service works by employing powerful servers, likely 


=a 


erspersed throughout the country, to handle the load of 


= 
— 


nning the games users play, which then stream the audio 


and video back to them. This means you'll need a constant 
Internet connection, with a low latency and high connec- 
tion speed resulting in better picture and sound. 


After the reveal, Sony offered attendees the opportunity to 
test out the service by playing PS3 games like Beyond: Two 


Souls and The Last of Us. The general consensus was that 
the streaming worked fairly well, but the true test will be 
when it rolls out across America. 


Unfortunately for our buddies in Europe, it looks like they'll 
have to wait a bit longer to experience PlayStation Now, as 
an update on the European PlayStation Blog indicated the 
company wasn’t ready to announce a PAL launch. 


If the pricing’s not too onerous, PS Now will likely be a great 
way to experience classic PlayStation games, potentially 
stretching all the way back to 1994. Here’s hoping Sony 
does a better job of making its rich back catalog accessible 
than Nintendo has with its ultimately disappointing Virtual 
Console initiative. 
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GAMING NEWS 


’yMichael Thommason 


Donkey Kong's always been a sore subject for Atari 2600 
fans. In 1983, Coleco released a very disappointing ver- 
sion of Donkey Kong for the system. It featured only two 
of the arcade game's levels on a 4k cartridge. This past 
July, homebrewers released Donkey Kong VCS and imple- 
mented 32k of memory and vertical scrolling to create a 
superior experience. Coming soon is yet another rendition 
of Jumpman's premiere adventure, to be titled DK Arcade 
2600. It looks amazing, especially considering that it's pro- 


grammed in batari Basic... 


Next up is Rally X for the Atari VCS/2600. The classic 
Namco coin-op Rally X is being ported to the Atari VCS 


by none other than Ed Fries, the previous vice president 


of game publishing at Microsoft, who also authored Halo 
2600 and is featured in this month's Industry Icon inter- 


view... 


Another we've got our eye on is Boulder Dash for the Intel- 
livision. Boulder Dash, undoubtedly First Star's best-known 
game, is being released for Intellivision on the 30th an- 
niversary of the franchise! This will be the first officially 
licensed game to come out for the Intellivision since the 


early ‘80s... 


Speaking of Intellivision, The Lost Caves of Kroz is also on 
its way. Scott Miller's Kroz series will return in an all-new 
officially licensed adventure from Apogee. The game pits 
a lone thief against 32 fiendishly clever puzzle rooms in a 
quest to restore the royal crown and become the hero of 


the kingdom of Kroz... 


Last but certainly not least is The Ghost Blade for Sega 
Dreamcast. Hucast Games continues to keep hope alive 
with a new vertical shmup crafted by the same team that 
brought us the earlier shooters Dux and Redux: Dark Mat- 


ters... 


That will do it for this issue. If you know of a great home- 
brew in the works, feel free to drop us a line via 


tips@readretro.com! 


www.readretro.com 
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Fury of the Fanboy 


’y Chris Powell 


‘WHEN | STARTED THIS PROJECT OVER A YEAR AGO, | WAS DRIVEN BY 
A STRONG WILL, LOVE FOR THE ‘80S, AND ACTION MOVIES TO CREATE A 
UNIQUE MOVIE THAT THE WORLD HAS NEVER SEEN.” DAVID SANDBERG 


Mere words will never do justice to the awe-inspiring 
visual spectacle that will be unleashed upon our world 
in the fort 


a kung-fu cop who travels back in time to kill Hitler, 


coming action-comedy, Kung Fury. The film, 
abou 
throws everything you loved about ‘80s action films (like 
time travel, dinosaurs, Nazis, and Vikings) into a blender 


to create the most kickass smoothie (actually, movie) 


your lips (eyes) have ever tasted (watched). 


Using his love for buddy-cop movies as inspiration, di- 


rector David Sandberg wrote and directed enough foot- 


Losing a Legend -- 


It recently became publicly known that prolific videog- 
ame cover artist Greg Martin passed away. He died in 
May 2013. 


Even if you didn’t know his name, chances are Mar- 
tin illustrated some of your favorite videogame covers 


www.readretro.com 


age for a 30-minute short on a shoestring budget using 
nothing but green screens, a few friends, and a ton of 


creativity. 


“When | started this project over a year ago, | was driven 
by a strong will, love for the ‘80s, and action movies to 
create a unique movie that the world has never seen,” 
Sandberg wrote on his Kickstarter page. “This movie has 
been made on a very limited budget. At the beginning 
of this project, | took $5,000 of my own money and just 
started shooting whenever | and my friends had time.” 


>> Kung Fury, the most epic ‘80s action flick of all time, 
just got Kickstarted and is coming to Kick your ass. 


What he and his team have accomplished thus far is 


nothing short of amazing, and fortunately, the Kick- 
starter community supported his campaign, more than 
tripling its goal of $200,000. This ensures the comple- 
tion of the 30-minute film, which he promises to release 


online for free. 


After his campaign's early success, Sandberg set a 
stretch goal of $1 million, with which we would turn Kung 
Fury into a feature-length film. The campaign ultimately 
finished at $630,000, which is probably enough for the 
short to take the world by storm, and (possibly!) destroy 
Communism once and for all. 


Iconic videogame cover artist Greg Martin passes away. 


’y Chris Powell 


> 
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throughout the 1990s. He's responsible for designing the 


art for Sonic the Hedgehog in North America and Europe 
as well as iconic cover art for companies like Sega, Nin- 
tendo, Capcom, and Hudson. Remember those fantastic 
covers for Sonic the Hedgehog 2, Little Nemo: The Dream 
Master, and NES Pac-Man? Yep, he did all of those and 
many more, too numerous to list here. 


A friend of Martin's broke the news on the NintendoAge 
forums alongside a collection of art he created through- 


out his career. 


“Greg was the rare person who both worked in and was 
a fan of the work of others in his industry. | don’t think he 


ever lost that sense of wonder he had as a teenager for 
really great artwork,” wrote his friend. “He was an incred- 
ible artist and an even better person.” 


Earlier in his career, Martin cut his teeth working at Han- 
na-Barbera, where he designed art for cartoons like The 
Flintstones and The Jetsons. Later, he moved on to work on 
other animated series like Teenage Mutant Ninja Turtles 
and ThunderCats. It's probably no coincidence that once 
some of these cartoons received videogame adaptations, 


Martin got the nod to illustrate their covers. 


It's sad that Martin wasn’t more widely known for his 
contributions to the videogame industry, but his classic 
art will live on. You might want to google up the thread 
on NintendoAge so you can fully appreciate the impact 


Martin had and see his legacy firsthand. 


ABEAT 


>>THE LATEST TRENDS: PERSONA, A DARK SOULS CAFE, 


AND STARCRAFT PROS TURNED POKER PROS. 


f you're ever in Japan, make sure to check out their promotional theme cafes. In the 
past, there have been cafes for everything from Sakura Taisen to the latest Ringu film, and 
hey're usually fun in a kitschy, girl-popping-out-of-a-television-to-serve-a-milkshake 
sort of way. The latest is the Dark Souls Cafe, which kicked off January 6 to promote the 
ishi-Azabu, i 


attempts to recreate the game's mood...but in a restaurant. There's absolutely no way that 


orthcoming Dark Souls I]. Based in the Oz Cafe in Tokyo's will evidently 


his idea can be anything other than fantastic, so be sure to check it out while you can... 


..One more trend in Japan: demon-hunting high school students. Japan has gone com- 
pletely nuts for Persona of late; visit any shop in Akihabara, and you're apt to be over- 


whelmed by Persona 4 merchandise. Atlus has responded with multiple new games, 


including a full-blown sequel for the PlayStation 3, and get this, a rhythm game for the 


Vita. At this point, Shin Megami Tensei feels more like a spin-off of Persona, rather than 


the other way around... 


..ln both Japan and China, the next generation of gaming is set to begin, but in very differ- 
ent ways. Japanese gamers are patiently awaiting the PlayStation 4, which was delayed 
into late February. In China, where consoles have been effectively banned since 2000, 
they're hoping to get the Xbox One...or something like it. According to Sohu IT, one Chi- 
na’s largest tech sites, the online video service firm Funsion is working on a marketing 
campaign for the console — a rumor lent credence by the fact that Funsion-owner BesTV 


has $79 million invested in a joint venture with Microsoft. If it is released, it will have to 
contend with a culture that's been dominated by PC gaming for more than a decade now. 
And there's always the chance that it will be watered down for the Chinese market... 


QE 


dle those old playground arguments with Commodore 64 
owners. Check it out at bluetoothzxspectrum.com... 


BY KAT BAILEY 


MY QAQ AQ 


..And the final trend in Asian gaming: Korean star Lim Yo-Hwan, one of the best StarCraft 


players ever, has reportedly moved on to professional poker. Lim announced in early De- 
cember that he will be joining the Asian Poker Tour and the World Series of Poker, saying 
that poker is “just like StarCraft" because you have to anticipate your opponent's moves 
(via Dong-A IIbo). Lim's move is the continuation of an exodus that has seen top players 
defect to newer games such as League of Legends, effectively ending StarCraft's reign as 


the nation’s national sport. It's sad in a way, but for players like Lim, it’s an opportunity to 
branch out. If we're really lucky, someone will bring back Celebrity Poker Showdown and 
we'll get to watch him use his knowledge as the “Terran Emperor” to destroy Dave Foley. 


Kat Bailey is a freelance writer specializing in RPGs, Japanese culture, and oddly enough, sports games. 


She loved Dave Foley in the days of Newsradio; his starring role in Uwe Boll's Postal...not so much. 
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something of a chequered past, and it seems that Gra- 


cious Films are being all but gracious on this one. The film 


Now is a great 


ime to be a retro gamer in the U.K., be- 
cause we're having a spate of retro events around the 
country. We'd just recovered from Revival Mini in De- 
cember 2013 when we received news of Replay coming 
up in May 2014, a precursor to the as-yet-unannounced 
Play, which itself will follow the Revival event in August. 


has missed release dates and scheduled early screenings, 
but more disturbing than that is the fact that this film has 
now had not one, but two successful fundraisers, firstly an 
IndieGoGo campaign that raised $37,000 USD and then 
a successful Kickstarter raising $99,420, with endless 
stretch goals and upgrade options. But now we are being 
asked to put our hands in our pockets yet again to appear 


Ss 


wen 


Win 


Welcome back to the U.K. Minute, where there’s no 


woe 


team but there is a “u" in colour. See? 


Hot off the presses this time around is the Bluetooth ZX 
Spectrum keyboard Kickstarter. Designed to connect to 
your iPad or iPhone, though it will eventually work with 
Android and Windows mobile devices too, it aims to bring 
back the golden age of Speccy gaming, the mid 1980s, in 
all its rubber-keyed goodness. Let's hope it doesn’t rekin- 


Replay will be held over the bank holiday weekend of May 
3rd and 4th in its spiritual home of Blackpool, and the Vic- 
orian seaside resort will be awash with videogame and 
pinball fans as we get our game on once again. Be sure 
o stop by the RetroGaming RoundUp booth and say hi to 
yours truly, and don't forget to take advantage of the ear- 


y-bird ticket offer at playblackpool.com... 


hate to end on a sour note but a recent development 
is causing a stir over here in Blighty. The film From Bed- 
rooms to Billions by Anthony and Nicola Caulfield has had 


in the end credits. I'm not the only one crying foul on thi 
one, and nobody wants to see this film more than me. 
It features an exclusive interview with one of my heroes, 


Matthew Smith, but people just want to see the finished 


film as promised, and as pledged... 


Mike James is a co-host and Producer of the Retrogaming Roundup 


podcast at retrogamingroundup.com. Email him at ukmike@retrog- 


www.readretro.com 


amingroundup.com. 
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Ones for the Books >> 


Look, we've got more world-record arcade 
high scores! (The previous high score 

for each game is in parentheses, when 
available.) 


RICHIE KNUCKLEZ ARCADE 
FLEMINGTON, NJ 


PLAYER i | 


ayes To 


In February 2013, GEORGE LEUTZ played Q*Bert 
for over 84 hours to finally beat the 30-year- 
old marathon world record of 68.5 hours. Mr. 
Leutz’s final play time was 84 hours and 48 


minutes. After his world record play session, Mr. 


Leutz slept over 12 hours on a couch. 


GALLOPING GHOST ARCADE 
BROOKFIELD, IL 


On October 30, 2013 PETER GORZ set the new 
world record for Haunted Castle, with a final 
score of 532,400 (112,800). 


On Febuary 26, 2014 FRED DEHART set the new 
world record for Giga Wing, with a final score 
of 3,164,044,491,000. 


On March 1, 2014 DOC MACK set the world 
record for Guilty Gear XX Accent Core with a 
final score of 3,203,700. 


ARCADE 
USEN 


’YWilliam Culver 


Tracks on tracks on tihackeues 


® Alright, token tamers! The time has come 
for another installment of Arcade USA. From 
pulse-pounding racers to informative docu- 
mentaries, let's get to it! 


rae 
a * 
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SPACE 8 
Meee MI SPAR Me Line MIE re | 


Unit-e has announced the pending arrival of their 
new music-rhythm arcade game, Neon FM, which 
will debut at the Amusement Expo 2014 in Las Ve- 
gas, NV that starts March 26th. Neon FM will launch 
with over 50 tracks and feature unlimited local and 
online multiplayer modes, including the ability to 
play online with mobile users. Another interesting 
feature is that the game will not be limited to its ini- 
tial 50 songs, offering the opportunity to update its 
roster of tunes online on a regular basis. 
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Next up is word from Global VR, who is releasing 
their vehicular combat game, Redline Rampage, 
around the March-April 2014 time frame. Redline 
Rampage features cars ranging from muscles and 
imports up to some serious exotics. You can choose 
to race on a variety of tracks, going head-to-head 
with up to four linked game cabinets, and play with 
or without weapons in addition to the game's wide 
variety of power-ups (things like smokescreens, 
NOS boosts, oil slicks, and landmines). 


— Speaking 

of vehicular 

action, Specular 

Ni, \ Interactive is 

ey) ave \@__ releasing an 

UW ; a4 “awesome new 

|. driving game 

"called Batman 

which'll let you 

_ drive around 10 


square miles 
of Gotham City and battle classic villains such as 
the Joker, Mr. Freeze, and Bane. You can drive any 
of 10 Batmobiles from the classic ‘60s version up to 
the recent movies’. The game will emphasize speed 
and maneuverability, with an instant U-turn 


feature that'll help you avoid hazards and 
swing back to grab power-ups. It doesn't 
get much more arcade-y than that. 


Another new release for shooter fans 
is Play Mechanix’s Aliens 
Armageddon. The game 
features impressive graphics, 
force feedback, and online 
leaderboards. Epic boss battles 
undoubtedly await. If you 
enjoyed Terminator Salvation, 
then this one might be worth 
some quarters. 


In other news, the documentary King of Arcades is 
close to being released. This documentary chroni- 
cles the Richie Knucklez Arcade, which is owned by 
the world-record holder of Space Invaders. Expect the 
usual big names from the field such as Walter Day, 
Billy Mitchell, and Ralph Baer, among others. Sean 
Tiedeman directed and you can catch a trailer at 
thekingofarcades.com. It looks like a must-see docu- 
mentary if you enjoy arcades as much as | do. 


William Culver enjoys visiting classic arcades and hunting for 
retro games. He hosts the YouTube show Arcade USA and 
co-hosts the Stalking the Retro podcast. See what he is up 
to at Facebook.com/ArcadeUSA, Youtube.com/SVT512, or 
FocusRS@ArcadeUSA 
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ersey Jack Pinball has 
just signed another 
egendary designer, Pat 
awlor, to create a pin 
for them. Even better, 
awlor’s pin will be an 
original theme — no 
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’yKevin Steele 


PINBALL SPRINGS ETERNAL 


Recent times have seen an amazing rebirth of interest in new pinball machines, and new companies are 
rapidly springing up to meet this newfound demand. While only one of these newcomers Is currently ship- 
ping a machine (Jersey Jack Pinball), the pipeline is primed for a deluge of new and interesting pins. 


Of course, Stern is still the king of the pinball hill, a well-oiled Another interesting pin is America’s 


machine that reliably cranks out several new pin designs each year. Most Haunted, which is being devel- 


So what do they have on deck? The Ford Mustang pin! Yes, Stern is oped by famous modder Ben Heck 
partnering with Ford to produce a pinball machine themed around and sold by the newly formed Spooky 
Pinball, LLC (yes, the pinball podcast 


guys). The “ghost hunting”-themed 


the classic Ford Mustang, just in time for the 50th anniversary of 
the venerable muscle car. 


pinball includes a number of inno- 


Jersey Jack Pinball isn’t sitting still, though. Having vative new playfield mechanisms 


successfully shipped their inaugural Wizard of Oz (including a ball elevator), and should 


pin, they're now hard at work on The Hobbit, with be shipping by the time you read this. 


famed designer Dennis Nordman at the helm. 
And if the thought of that pin doesn't excite, Our last entry this month involves the pinball 


there's also the news that they have also just debut of The Big Lebowski, a new machine being 


« signed another legendary designer, Pat Lawlor, developed by Dutch Pinball, who has already 


4 to create a pin for them. Even better, Lawlor’s pin made a splash in the pinball community with 
their Bride of Pinbot 2.0 refit kit, which turned 


the classic pin into a full-fledged DMD-style 


will be an original theme — no movie tie-in! 


Another “new” pin coming 


game with extensive new rules and sounds. 
ye soon is actually an old favorite: 


i aU bf av 4 Not much is known about The Big Lebowski at 
AMAA wl at woh ay 7 Medieval Madness is finally being this time, but it's certainly an interesting theme to 
et F frenans =) y) remade by Planetary Pinball Sup- EBOWSKI license. | look forward to seeing what they come 
— ply. One of the most coveted and INBALL up with. 


expensive pins among collectors, 


his revised edition of MM is an interesting mix of old and new — a classic design com- And that’s a quick look at only some of the new 


bined with all-new electronics and lighting. For anyone who's ever dreamed of owning pinball machines in development — like | said, 


his pin, this is a great opportunity. there's a deluge coming. Until next time! 


Speaking of comebacks, Captain Nemo Dives Again is back on course after a brief (and Kevin Steele is the publisher of GameRoom Magazine 


ailed) flirtation by Spanish developer Quetzal Pinball with using phenolic sheet (a type RENO aie BInD ah GNRNE eae We RS eae TEN UN 


feed @HomeGametTech, or drop him a line at 


of laminated plastic) as playfields. They've gone back to tried-and-true plywood, and hevinterctiobtiet en, 


he first playfields have been produced. Hopefully this means that the pinball is nearing 


completion, but no release date is available on their site. 
www.readretro.com 
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JOYSTICK-IT Arcade 


MANUFACTURER: N/A 
URL: cableorganizer.com/joystick-it 
RELEASE DATE: 01.31.11 MSRP: $6.50 


Anyone who's ever tried to play a classic game on a mobile 
device can tell you that attempting to use emulated joystick 
controls on a touch screen can be more than a little disappoint- 
ing. Luckily, the JOYSTICK-IT Arcade offers a clever solution 

to the problem by attaching to your screen via suction-cup, 
instantly turning your Android or iOS device into a serviceable 
handheld gaming device — it even works with dual-stick titles! 
Now, if only they would come out with a mini flight stick... 


Game Capture HD 
Starbomb MANUFACTURER: Elgato Systems 


URL: elgato.com/gaming/game-capture-hd 
MANUFACTURER: Starbomb RELEASE DATE: 05.30.12 MSRP: $179.95 


URL: starbomb.com 


RELEASE DATE: 12.17.13 MSRP: $9.99 Capturing gameplay is an essential part of building a YouTube gaming em- 


pire. The question therein is, “What's the best device to meet my needs?” 


Game Grumps fans, rejoice! Flash cartoonist and Internet personality Arin Hanson aka We here at RETRO are more than alittle partial to Elgato’s Game Capture HD, 
Egoraptor joins forces with musical comedy duo Ninja Sex Party to form Starbomb. Arin which is our favorite solution for snagging screens, recording footage, and 
provides rapping while his Grumps partner Danny Sexbang delivers melodic singing all streaming directly to Twitch. As the name implies, this bad boy records in 
to tracks that parody videogames and characters such as Mario, Mega Man, and Simon high definition at 1O8Op via a compact design that's roughly the size of a por- 
Belmont. The whole album is full of raunchy, tongue-in-cheek humor, so if you dig music table hard drive. Now to record that epic speed run of Wizards & Warriors... 


that doesn’t take itself seriously and isn’t afraid to #&% $#!% up, then Starbomb just 
might melt your brain...you know, in a good way. 


The String Arcade 


MANUFACTURER: Nerdtracks Recordings 
URL: thestringarcade.com 
RELEASE DATE: 02.11.14 MSRP: $9.99 Super Re tro Trio 


With music ranging across decades of games from Galaga to Mi- 
necraft, The String Arcade is a love letter to the medium that brings 
life to our favorite titles. As stated by composer Dren McDonald, 
the 15-track arrangement will “appeal to people who enjoyed the 
soundtracks from games like Sword & Sworcery, Dear Esther, or 


MANUFACTURER: Retro-Bit 
URL: innexinc.com 


RELEASE DATE: TBA03.14 MSRP: $69.99 


Fez." A beautifully crafted collection where each piece aims to For those who just can’t do without blowing the cart before they get their 
take you on a musical journey as opposed to simply mimicking game on, Retro-Bit's Super Retro Trio lets owners of original NES, SNES, and 
a particular song, it's a unique trip down memory lane that will Genesis carts get their game on in glorious S-video. Featuring ports for first- 
undoubtedly stir up a ton of nostalgia. and third-party controllers, this 3-in-1 console will definitely save you some 


space in the entertainment center, not to mention save you the trouble of 
finding a working console at the flea market. 


www.readretro.com 
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Classic Arcade Wristwatch 


MANUFACTURER: ThinkGeek 


URL: thinkgeek.com 
RELEASE DATE: Available Now MSRP: $49.99 


While these whippersnappers have their fancy smartphones and portable 
consoles, more experienced gaming vets still remember the days when wrist- 
watches and games formed a beautiful union that allowed them to kill time 
while keeping track of the minutes left in third period. While not a functional 
game, the Classic Arcade Wristwatch still captures the spirit of the old days, 
with a nice nod to Asteroids that includes authentic arcade sounds and a light- 
up function for those late-night gaming sessions in your local barcade. 


“What If Zelda Was 


a Girl?” T-shirt Super Mario Bros. 


Candy Ba-Bombs 


MANUFACTURER: N/A 
URL: partybell.com 
RELEASE DATE: Available Now MSRP: $11.48 


MANUFACTURER: Redbubble 
URL: redbubble.com/people/nelevdm 


RELEASE DATE: 02.24.14 MSRP: $24.56 


Belgian designer NeleVdM consistently bangs 
out humorous designs aimed right at geek 
culture, but her latest tee is a real thing of 
beauty. As a slight nod to the infamous Keanu 
Reeves meme of the same name, this swank 
shirt pokes fun at folks who don't really pay 
attention to storylines while showing love to 
one of Nintendo's most revered storylines. Plus, 
hey, you can laugh at everyone who walks up 
and says “Dude! | always wondered the exact 
same thing!” 


Many of you will undoubtedly recall ballpark 
candy mainstays like Fun Dip and their famous 
Lik-A-Stix. Likewise, anyone who's played a Mario 
title knows our old friend Bob-omb. Well, it seems 
the two have been spiritually introduced with this 
novel Nintendo-licensed candy treat that would 
make Paper Mario's Bruce proud. Treat-lovers can 
dig into their explosive buddy for sugary good- 
ness via a stick built into the fuse, which is cer- 
tainly a step up from unfortunate cartoon-style 
ka-booms. What's more, they're widely available 
online for about a dollar apiece. Ba-bomb, indeed! 
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Ouya Game Console 


MANUFACTURER: Ouya, Inc. 
URL: ouya.tv 
RELEASE DATE: 06.25.13 MSRP: $99 for 8GB model, $129 for 16GB model 


Have an idea for that dream game you always wanted to make but those pesky li- 
censing fees always got in the way? This may be the platform for you. Not only is the 
Ouya a hotbed for retro-themed games from a host of indie developers, but this tiny 
Android-based console also doubles as an Ouya development kit, meaning that the 
great game idea you've been carrying around in your noggin all those years might not 
be as far away as you might think. 


www.readretro.com 
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Ed Fries has just wrapped up his talk at D.I.C.E. 2014 and, to say the least, 
his thoughts on “Making Stuff” left a good many at the annual gathering of 
industry movers and shakers a bit confused. Reactions varied, but the gen- 
€ral gist of those in attendanceéwas somewhere between “What the $#%& 
Was that?!?” and “Ed done lost his mind.” But based on the calm sense of 
amusement behind his eyes, you get the strong sense that the man across 
the table isn’t out to confuse anyone. He's just playing the game the only 
Way he knows how: honest, sincere, and straight from the hip. 


RETRO: We know you've covered some of this stuff at D.I.C.E. this year, but we'd 
love to hear how you got interested in making games in the first place. 


Ed Fries: | grew up in a very technical house. My dad (who worked at Boeing) put 
himself through college fixing TVs. My mom had a chemical engineering degree 
and a master's in computer science. So, between my dad at Boeing bringing home 
programmable calculators and my mom's bringing home printing terminals, | was 
just around a lot of this stuff and started programming. Then | got an Atari 800 for 


Christmas and that was really it for me; | just totally dove into that machine. 


One of the first games that | did in assembly that was interesting was Space Wars, 
actually. Doing the gravity around the sun was actually a hard thing to do and 


needed a square root. Think how different the world is today. | needed a square roo 
function; | couldn't Google that. | had to go to the library and somehow use the card 
catalogue to find something and | managed to find a magazine article where there 
was a 6502 square-root routine. The article was written by this guy named “Woz” 
(obviously the creator of the Apple | and II). So anyway, with Woz's square-roo 
routine | could do Space War and have the gravity around the sun work right. Then 
did a Frogger clone (which | called Froggie) and that was what officially got me into 
the games business. 


| made all these things for fun and somebody, |’m not even sure who, put it on a 
bulletin board. So these guys down in California saw my Frogger clone. They were 
starting anew company called Romox. I’m a high-school kid working at a pizza place 
and these guys show up and wanna pay me to work in the game business, which 
was a pretty big deal for me. That was the start of getting into the game business. 


RETRO: And then from there you put out a few titles... 


EF: Well, | did three, and what's interesting is that was “82, ‘83, ‘84. By ‘84, | was 
working on a fourth title for them and |'m in college by then getting a computer sci- 
ence degree and they just stopped calling one day. It’s like the whole industry shut 
down. They went out of business. It was like turning off a switch. Never even heard 
back from them. The royalty checks stopped coming. 


So the game thing was kind of parked for a while. | eventually went off and got a job 
offer from Microsoft as one of seven programmers to do the first version of Excel. 


Then | got promoted up to be lead programmer. My boss got promoted and moved 
over to Word. The development manager over there quit so he asked me to come 
over and be the development manager and now I’m managing 60 people! 


[At this point], I've been at the company five years and am still pretty young. The 
company is growing like crazy. We spent five years battling WordPerfect, working on 
versions of Word. Then [my bosses] said the next step up for a person who is a de- 


velopment manager at Microsoft is to be a business unit manager, to run a business. 


| got to looking around and look at different opportunities, but the thing | wanted 
to do was go run the games group. The head of the group at that time was a guy 
named Tony Garcia and he had just left the company and so they were looking for a 


new head of the group. 
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6 6 WHEN | TOLD MY BOSSES THAT | WANTED 10 
RUN THE GAMES GROUP), THEY THOUGHT IT WAS 
RAZY. | GOT PULLED INTU SEVERAL DIFFERENT VICE 
PRESIDENTS’ OFFICES. THEY TOOK TIME 10 TELL ME 
THAT | WAS COMMITTING CAREER SUICIDE.” 


RETRO: Must've been crazy for you that the stars were aligned 


in that fashion. 


EF: It probably sounds more like that than it is. When you're in the 
Microsoft world, there's two products that make all the money, 
Windows and Office. If you want to be important, whatever that 


means, you work on one of those. 


When | told my bosses that | wanted to [run the games group], 
they thought it was crazy. | got pulled into several different vice 


presidents’ offices. They took time to tell me that | was commit- 


ting career suicide. One quote from one of them that | always re- 
member is, “Why would you leave an office in one of the more 
important parts of the company to go work on something no one 


cares about?” That was what they told me. 


But | had enough. | was pretty well thought of in the company. 
| had accomplished a lot and | was like, “This is what | want to 


do." | had to kind of fight to take this job and they thought | was 


crazy to do it. 


RETRO: What was it like trying to take that division that no- 


body gave a rip about and turn it into something that mattered? 


EF: Well, to me it was very like the other things | had worked on. 
When | was on Excel, Lotus 1-2-3 was the number-one spread- 
sheet in the world. Lotus was actually bigger than all of Microsoft. 
People are starting to think that Microsoft is this big, hulking thing 
but us on that team, a small group of people, were fighting a com- 
pany much bigger than us. | always had this underdog mentality. 
Same thing when | went to Word, we were fighting WordPerfect. 
So, to me, it was only natural to go into games as a place where 


we're not known or not respected in any way. 


Actually, Eugene Jarvis mentioned seeing the first time we were at 
E3 in Atlanta. It was so funny. We went to that show, our first E3, 
and we had these t-shirts that said, “We get games” or something 
ike that. It was so self conscious that, actually, we don't get games 
and that we had to print it on our shirt. | showed the first lineup 
hat we had which had things like Hellbender and Deadly Tide and 
Close Combat. Typical E3 press kind of thing. Half-hour meetings, 


you're going through the portfolio and it was one of the British 


press and he's nodding and taking notes and | get to the end and 


‘m like, “So what do you think?” He looks at me and he says, “I 


hink it's shit.” 


That's what he said. 


RETRO: Welcome to the big leagues. 


EF: We had to start small and work our way up. We were for- 


tunate we were working with this little company in Dallas, Texas 
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called Ensemble Studios, put out their first game Age of Empires. | 
had been a big Dune || fan and Command & Conquer and all that so 
| knew that genre well and | liked it. When we put that game out, 
that really accelerated our growth. It really did well and started to 


earn us some respect. 


RETRO: What caused the executive team there to say “We're 
going to go kick Nintendo and Sony right in the mouth with a 


console"? 


EF: | had been growing that group for four years or so. It doesn't 
seem like that much now, but back then it seemed like a long time. 
By then, we were doing pretty well in the PC space. We had done 
a number of acquisitions and grown and so | was trying to figure 
out how we were going to continue to expand, and expanding into 


consoles was a natural thing but | wasn't sure how to do it. 


One day, these guys walk into my office from the DirectX team 


and they have this idea for this DirectX Box thing. 


All the time, different random groups within Microsoft were com- 
ing to me and they're just a few guys here, a few guys there who 
have an idea. “We want to make a game console.” “We want to 
make a handheld.” “We want to do this.” “We want to do that.” 
These guys actually had an interesting idea that aligned at that 


time with my strategy. 


RETRO: The stars aligning again. 


EF: Yeah, right. Serendipity. So, | got behind them and supported 
them. This is kind of a Microsoft thing. You sort of start to gath- 
er your vice presidents around to actually get a project done and 


then that goes off into the whole Xbox thing. 


RETRO: One of the big challenges was, “Oh, this is going to be 
a glorified PC. Why would I want this? They don’t get it." How 


much of a challenge was that? 


EF: My attitude was always we're the underdog and we have to 
convince people by what we do, not what we say. We came from 
a PC mentality as far as the look of games, and the feel of games, 
and so a lot of the early criticism came when we first started to 
show stuff was “it’s not bright and colorful like console games,” 
you know? “Doesn't feel like a Nintendo product.” People would 
ask me quite a bit “who's your Mario?” And that was not some- 
thing | could easily answer. | mean, we were working with Lorne 


Lanning who had a legitimate console background with all of the 


Oddworld stuff, so | could finesse it with that; but when you're 
trying to show Halo, which is very clearly a PC style, in not just 
the gameplay but the look...the traditional console press, and the 


gamers were like, “what is this thing?” You know? 


RETRO: They totally hit that one on the head, didn't they? 


EF: | had heard that multiple times, so, you know, it's like anything. 
You just gotta be honest with yourself about what you're doing — 
what's good, what's not good — and sooner or later people are 
going to realize it. Or they'll be right and you'll be wrong, and then 


you go on and do something again and learn something. 


RETRO: From there, what lead you to deciding that Microsoft 


wasn't really where you wanted to be at that time, professionally? 


EF: The biggest thing is, first of all, | was used to being really inde- 
pendent. That's the biggest part of why | wanted to run the games 
group in the first place, because nobody cared, you know? And 
then all of a sudden Xbox was huge, and it was everywhere. This is 
literally the sexiest product in development at the company, and 
everybody wants to show it off, and it’s in the front of the company 


meeting... 


RETRO: Right, right. It's the belle of the ball... 


EF: An organization had been built up and around me to run Xbox. 
I'm doing first-party, and after ship I'm also doing second-party, 
‘cause I'm the only one who really knew anything about games 


at that level. 


But the straw that broke the camel’s back had to do with Halo. 
Halo 2 was behind, we needed more time to get it done right, and it 


really started to show the tension between running a platform and 


running a first-party software business, because I’m used to run- 
ning the games group, | make the calls about when the games are 


ready to ship. Now, all of a sudden, the platform is trying to dictate 


what is going to happen with the games, and | didn't like that. They 


weren't being dictated in a very intelligent way, in my opinion. 


That's what it came down to: Conflicts between the platform 
and first-party, and what does first-party even mean in a console 


sense — is first party there just to support the platform and do 


; —_" ———— 
a few original games? Or is it a business that needs to make 
money? If it's a business that needs to make money, it’s kind 
of hard to do when you're a minority-share console. If you want 
my game group to make money, let me take Halo to PlayStation 
2 and I'll make all the money we need. So there were a lot of 
different kinds of conflicts about what my job even meant at that 


time, and what it was going to become. 


RETRO: Definitely a different scene than Nintendo, where 
Miyamoto's like, “This isn't going out the door until I'm done 


with it,” and every single fan out there's gonna wait. 


EF: Yeah. And, as a whole, the project was losing money so 
here's pressure on my boss, too, which is understandable; but 
‘m all about the games, and we just had lightning strike — you 
don't come along with an awesome franchise that often. By that 
ime | had shipped probably 100 games and had a handful of 
successes. | knew how rare [a game like Halo] was, and how 


ucky we were to have that product, and that team at launch. 


And so, to make short-sighted financial decisions about its fu- 


ure when this was going to be a franchise that was going to be 
incredibly valuable for us for the next decade plus (as you can 


see, it still is), just seemed, to me, really foolish. Conflicts like 


hat lead me to realize that | had had a good time at the compa- 


ny. It was time to go. 


RETRO: It also sounded like it got to be a bit of a grind, and it 
might not have been the worst idea anyway, just for personal 


reasons. 


EF: You're right. | had been at the company almost 20 years, my 
first son had been born then, and my second was on the way, 
and | made plenty of money. There has to be a reason you want 
to go to work, and do what you want to do...it’s a complicated 


situation. 


RETRO: Well, you've managed to get into some interesting 


things since then, obviously. 


EF: |t's been really fun! You know, after | left | just started helping 


people. Today I'm on six boards, three of which are non-profit, in- 
cluding the IGDA [International Game Developers Association], 
and three are game companies, and |'m an advisor to 15 or so dif- 


erent ventures. 


Every week | meet with different random people, sometimes it's 
groups I'm involved with in some way, a lot of times it's not, a lot of 
imes it's people changing careers and they want advice, or guys 
who want to start up a new company — | met with some ex-Plants 
vs. Zombies guys the other day who are trying to figure out what 
hey're going to do next — so, that’s just kind of...my week is very 


random, who | end up meeting with and talking to, and | just try to 


elp people along the way. That's my biggest job. 


Retro programming, for me, is stuff that | do when |'m avoiding 


other work. That's my procrastination. Like, when | was avoiding 
putting my [D.I.C.E.] talk together for this, | think that was the big- 


gest motivator for me getting Rally X done. | started it in October, 


made a lot of progress through the fall, because | didn't want to 


work on the talk. 


RETRO: So, what's next? When's your first Super Nintendo 


game coming out? 


EF: [laughing] You know, I’ve thought about working on some of 
the other platforms, and | just feel really at home right now on the 
[Atari] 2600. If | went, say, to the 800? There's a lot more space, 
and the work would be a lot more involved. The games would be 
bigger, longer, a lot more art-oriented, more music-oriented. I'm 
not a great artist. I’m not a musical composer. | can do little sound 
effects and things and | can do 8-bit pixel art. So, | feel kind of 
comfortable here, and so | haven't felt the need to expand to a big- 


ger palette of stuff. These constraints actually fit me pretty well. 


So, I'll probably hang out here for a while. 


This summer, I'm going to teach a camp for my 11-year-old and 
four other good programming kids, and I’m going to teach them 
6502 assembly, so we'll see how it goes. You'll have to ask me 
afterwards, but we're trying to get a new generation of kids to un- 


derstand assembly. 


RETRO: It definitely seems you've kind of come full circle. 


EF: Well, you know, at some point it’s like, “What do you enjoy?” 
Right? “What do you have an ability to do?” Right? “What brings 
you satisfaction?” Write a long piece of assembly, and it's real- 


ly complicated and hard...and it works the first time. “That was 


ED FRIES 


pretty good! That's an enjoyable thing!” It just reminds you you're 
pretty good at this. | get that kind of satisfaction from doing that 


kind of work. And it's nice to work on something just for fun. 


My dad would go to work and work on airplanes, and then he'd 
come home and work on airplanes, you know? It's funny how we 
don't think that that's weird. You're going to spend all this time on 
building an airplane that you're going to maybe fly in a circle and 
it's maybe going to crash? | don’t know. | think, at least, what | do 


affects more people 


RETRO: Yeah, you could say that. 


EF: But I’m not doing it for that. I'm doing it because | like videog- 


ames. He liked airplanes. | like programming. 


RETRO: You mentioned your kids are into games as well — 


when are we going to see a collaboration? 


EF: |'m actually nervous about that! You know, if you ask my kids 
right now, the 11-year-old will say, “Oh, I'm going to be a videog- 
ame programmer when | grow up,” and the nine-year-old says, 


“I'm going to be a game designer.” 


RETRO: Smart kid! 


EF: Yeah, he doesn’t want to have to learn to program! But, you 
know, if | think about when my dad — and | kind of mentioned this 
in my D.I.C.E. talk — my dad was really into airplanes because of 
World War II. Because of the impact they had, and the way they 
changed, and all that. The effect that had on him as a kid. And for 
me, the emergence of videogames and personal computers was the 
same thing. So, do | really want my kids to follow in my footsteps? 
That would be kind of like me doing airplanes. Or do | want them to 


chance and fall in love with whatever's emerging for them? 


RETRO: But games are awesome! 


EF: | know. Games are awesome, and | feel that way, too. But | 


don’t want to dictate their lives. 


RETRO: And it's gotta be tough for them to get out of that shadow. 


EF: | think that will be a harder problem for them, too. There are 
second-generation game people, but | just want them to have 
free choice to do what they love to do, and find their own loves, 
and things like that. If that happens to be the videogame busi- 
ness, great. I'll be as supportive as | can. But if it's something else 


I'll be totally cool with that. 
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Modern Annoyances 


A LOOK AT SOME ANNOYING ATTRIBUTES RETRO GAMES JUST DIDNT HAVE. 


01 // STARTUP ADVERTS 


If it took three minutes before you were able to play a game in the ‘80s, it's because that’s how long it took to 
load it from cassette. And you got to hear glitchcore J-pop remixes 30 years before they were invented. Even 
when they started shoving their name before the game, things like the Capcom sound gave you just enough 
time to crack your knuckles before dragon-punching the world into submission. Nowadays turning on a con- 
sole means more blatant TV time-wasting with shiny spinning special effects than The Doctor judging Cyber- 
man Breakdance Idol. Developer logos take more processing power than all of your childhood games put to- 
gether, cost more money to make, and only the people getting paid that money have ever wanted to see them. 


The game isn't even loading yet — it won't start that until you press A to confirm that you know what “saving” is 


for the 10 trillionth time. It’s just making you wait while it lists the logos of all the corporations the console is really 


working for. 
A 16-bit console making the Capcom intro sound was In that sense, game developers have become the ultimate jerk big brother: Whenever you turn on the console, they 
like a date making the “rustling clothes removal” sound: have to take a turn for the first few minutes, making you sit and wait to prove that it's their system, not yours. That's 
You were about to have fun together. not advertising, it’s bullying. Especially when it’s someone like Rare claiming responsibility for Perfect Dark Zero the 


same way terrorists claim to be responsible for things, except you can’t call the police for crimes like killing a fran- 
chise. That their logo is Lunar Jetman just rubs salt in the wound. 


// INVINCIBLE ONLINE PSYCHOPATHS 


Multiplayer is like sex: It's fun, but it needs other people, and sometimes that means assholes. In the old days you 
could still punch them. Most childhood games of Mortal Kombat devolved into split-level Master Blaster combats, 
with small humans flailing impotently at each other to prevent their controlled warriors from completing lethal finish- 
ing moves. And if you owned the console, that meant you could just stop inviting the real dickheads into your home. 


Modern consoles do the exact opposite. A global computer network has rendered social mutants completely im- 
mune from physical harm — that’s not gaming, that’s a science-fiction horror movie. Worse, their power grows by 
negative feedback: The worse they are at being social, the more time they spend ruining other people's games. The 


Internet has created an army of assholes more aggressive than Sinistar and much less fun to fight against. Sure, he 


Sinistar will never question your sexual preferences might have been a murderous Death Star built entirely of screaming robot face, but at least he wasn’t a sexist, racist 
Possibly because his entire combat strategy is “putting homophobe about it. 
you in his mouth.” 


03 // QUICK TIME EVENTS 


If videogames are teaching our youth, quick time events are when they tell the class “Today we'll watch a video.” 
Doing interactive things is hard, but making people watch a video is easy. And it lets the developer who's meant to 
be working sleep off a hangover in peace. But a hangover means at least one person got to actually do fun interactive 


things, and QTEs don't have quite as high a success rate. 


We had no idea things could get this bad because, in the 8-bit era, a simple piece of animation prompting us to press 


a button wasn't a minigame, it was the entire game. 


But one brave company tried to warn us! Cinematronics somehow punctured the timestream, glimpsed the terrible 
future of QTE, and warned an entire generation by releasing Dragon's Lair. That LaserDisc wasn’t a game, it was a 
parody of interactivity, a chain of instant-kill quick time events with graphics so expensive they couldn't risk the 
player ruining them by making decisions. Unfortunately it made hundreds of thousands of dollars, and like all those 


who try to improve the world by breaking the laws of time-travel, Cinematronics ended up helping create the future 


You just sit back and let Dirk do everything. No, really, 
that’s the gameplay. 


they were trying to prevent: a dark era where players were nothing but money-delivery agents for a constantly 


repeating gif. 
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MODERN ANNOYANCES 


by Luke McKinney 


Classic games were simpler, clearer, and often involved killing lots of people who 


didn't look like you. Despite this routine structure, the games were actually quite 
good, so most everybody involved in the shooting had fun. Here are five more 
ways those digital relics were better than all these modern whippersnappers. 
Whippersnap (verb): desperate flailing motion attempting to make an advanced mo- 
tion-sensing console work even half as well as a 1982 remote control. 


// GRITTINESS 


In a bizarre technological twist, many modern games are almost monochrome. Due to tech limitations the first 
computers were also monochrome, but they used bright colors like green and orange to stand out against black, 


1 


+ 


not “shit-brown on gray.” These marginal colors paint a dark and gritty future where evil technocorporations 
would flay everyone just to sell us our own skins one square centimeter at a time. And that's just the real world. 


The games are even worse. 


Modern shooters have about as many distinguishing features as identical twins who've just face-surfed 
down a gravel quarry. Their constant quest for realism forgets that there is only one reality, so the closer 
they get to their goal the less we can tell them apart. Right now you need to be an expert gunsmith to tell 
which franchise you're murdering foreigners in, and be one of the game's graphic artists to tell which sequel. 


A retro game could be about unsupported lunatics slaughtering a sovereign nation with blatantly su- 
Avsseniy Come Sapeaer tissed the memaabeul perior firepower, and often was, yet still feature more chaotic colors than a My Little Pony drunk-driv- 
the alien invaders making us all colorblind ing through a rainbow. Contra troopers had a wider color palette in their headband collection than Call 


of Duty has in its entire franchise. And they were released alongside games about building burgers out of 


sentient ingredients, dragons which could blow bubbled murder, and a game about Russian block-stack- 
ing, because back then “our rivals just released this exact game” was a reason to not do the same thing. 


// EXTORTIONATE DLC 


Downloadable content is the evil genie of videogaming: It promised all kind of wonderful new things, but ended 
up ruining what we already had. Modern games are reverse Trojan Horses: Instead of releasing some extra 
kickass we weren't expecting, they're clearly holding back all the things we were expecting to get in the first place. 


o/ 


Retro games didn't hold themselves hostage after you'd already given the developers money. Retro 
games couldn't; they weren’t big enough. If the developers came up with a few differently colored 
weapons and levels after the game was made, they released it as an entire sequel, and we loved it. 
And that was fine. Because any process resulting in Double Dragon I! makes the world a finer place. 
Ma AAAAAAA HZ SCORE P2 Videogame companies have always been trying to take as much money from kids as possible — that's kind of 
999999 their point — but only now is the gaming ecosystem large enough to support such blatantly parasitic behavior. 


Hooray for progress! 
Double Dragon || made even the goons so happy 


they’re doing cartwheels, and they're all going to get 
beaten to death. 
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25 years later, dedicated fans strive to do justice to the 
coolest game of their childhoods. 
“It was way ahead of its time in terms of replayability, and one 


of the only games that our family unanimously enjoyed. My 
sister can recite the soundtrack from memory.” 


River City Ransom, which came 
out on the Nintendo Entertainment 
System in 1989, captured the 
attention of a small but dedicated 
cadre of gamers with its interesting 


Flash forward to the present day, and you can find Daniel and 
Dustin — serving as producer/engine developer and audio di- 
rector, respectively — working at their Ottawa-based studio to 


build the ultimate modern-day tribute to the game they loved 
blend of brawling, RPG, and open- as children. The duo calls it River City Ransom: Underground. 
world elements shoehorned into an They launched a successful Kickstarter campaign this past fall 
. o help move the project forward, and more than 5,100 sup- 

8-bit package. porters contributed over $210,000. 
Now, about 25 years later, Canadian developer Conatus Creative | “We truly had no idea if a sequel to a much-beloved (but lit- 
is working on an Officially licensed sequel named River City le-known) game made by a small team of passionate fans 


Ransom: Underground. What will this KXickstarter-funded tribute | without a track record as a cohesive studio unit would res- 


have in store for fans of the original brawler’s brilllanceP Grab a | onate with anyone,” says Daniel. “It is an amazing feeling to 
with 5,000-plus people who have the same level of 
love for something, and it makes me feel like part of something 


bigger than myself.” 


metal baseball bat and your deadliest tire and dive in with us aS | cgnnect 


we take a trip back to River City to find out. 


A lot of us have particular games that epitomize our child- 
ing mesmerized 
ront of a glowing screen, captivated and challenged. For 
Conatus Creative's Daniel Crenna, that game was Technos’ 


ish NES “belt-scroller” River City Ransom. While he and his 


ods, evoking vivid memories of hours sit “It's got a very strong cult following, and when it was first an- 


nounced, the online community put a lot of hate our way. 
didn’t last, but it was surprising to be on the opposite sid 
of Internet-fueled criticism,” says game designer and art di- 


Ss 
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family didn’t have a console until the Super 


ES arrived a few 


rector Bannon Ru 


dis. “It’s precious to many people, including 


years later, the trips he took to his grandma's house, where he | me, and! am just as obsessed with this game as our fans are. 

and his brother Dustin would play RCR with their uncle, were | | think we've won folks over with our determination to make it 
, “full of imagination." a game people will want to play.” 

"River City Ransom was the game | remember the most viv- | Conatus raised enough funding to support the initial Windows 

idly [from my childhood], and the Nintendo was for a short | version and a stretch goal of porting Underground to Mac and 

while the centerpiece of the living room," says Daniel Crenna. | Ljnux, but fell short of stretch goals that would have brought it 
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Almost every developer ends up 
cutting out bits from their games 
because they don't work, can't 
be fully fleshed out, or are just 
lower priority. On a similar note, 
there may exist a bunch of “wish 
list” features that they'd like to 
put in, but only if they have the 
time and resources. Here are 
a few things the Underground 
team has been hoping to add... 
but may have to axe. 


Perc ccceeccccerccceerccccerescererceseeeeeeeeeS 


= “lreally want to add 
a tournament-style 
fighting option and an 
alternate multiplayer 
mode where you can 
collaboratively take 
over sections of the 
city or play capture 
the flag. | know these 
aren't going to make 
it just looking at our 
schedule.” 


—Daniel Crenna 


= “I'm still grinding away at the characters, 
backgrounds, story, and gameplay. It's a lot to 
take in and I'm not even allowing myself to think 
that anything might get cut. I’m acting like every 
single one of my stupid ideas is going to make 

it in the final product. I'm essentially lying to 
myself.” 

—Bannon Rudis 


= “Nothing's been cut as of yet and I'll keep on 
creating sounds until the game is done, whether 
they make it in the final build or not. It doesn’t 
hurt to have a library of 8-bit sounds to fall back 
on for the next game, whatever that game may 
be.” 

—Dustin Crenna 


= “Nothing is off the table just yet, but I’m sure 
there will be some juicy bits left over that can 
hopefully be released or repurposed.” 
—Disasterpeace 


= “I really want to get some sports in there... 
dodgeball, specifically.” 
—Bannon Rudis 


wRRaeS 


to consoles. Producer Crenna says that he’s talking 
with other publishers about the possibility of work- 


ing together on console versions, but may also keep 
the work with his 20-strong in-house team, “even if 
that means we fund it ourselves from sales on Win- 
dows, Mac, and Linux.” 


They also hope the addition of Yoshihisa Kishimoto 
as a creative consultant (see sidebar “Taking On the 
Boss”) will lend Underground added integrity and au- 
thenticity. Kishimoto created the first Kunio-kun game, 
known in the west as Renegade, and oversaw the build- 
ing of the Kunio-kun series, of which River City Ransom 
was a part. 


“Enlisting Kishimoto-san early was something | think 
will pay the greatest dividends later when we're far 
enough along in production where he can sit down 
with a build and tell us his impressions of how it fits in 
the Kunio-kun universe,” Crenna says. “He has already 
provided valuable feedback and assistance through- 
out our Kickstarter preparations and launch, but we're 
looking forward to a more direct involvement once 
we've pushed through our early milestones.” 


On a project like this, you can take the development 
in a couple of different directions. One would be to 
make a modernized reimagining, much like Square 
Enix did with Tomb Raider last year, taking full ad- 
vantage of the advanced hardware to create an "HD 


reboot.” But Conatus decided that the best trib- 
ute would be to make 


the new game reflect the 


original's 8-bit look and feel as much as possible, 


while using current technology to broaden the 


adventure's scope beyond what was possible on 


an 8-bit machine. 


“We're scaling back th 
it in line with the origin 
placed with the mind o 
original art style,” 


content and combat sh 


“The game is set in a ti 


a game that exists in 2014. It’s stuck in an era o 


cassette players and V 
if tha 
inal came out so long 


makes sense,” R 


heir gameplay and fig 


ove letter to fighting 


an eye on the future, 


ing angle (2.5D) 
says gameplay develo 


example, gravity is easy 


you just fall until you h 
2.5D there really i 


sn'ta 


space with the concept o 


tracking your depth.” 


The same could be s 
where some see a Chal 


Daniel Crenna explains. “Bu 


But like any outpouring o 


orward. “Programming for an 
is the bigges 


e audio and visual to keep 
al, [so] every pixel is being 
re-creating the feel of the 


ould be much deeper.” 


me of nostalgia — it’s no 


HS tapes...but it’s modern, 
udis adds. “Since the orig- 
ago, games have updated 


hting mechanics. This is a 
games and beat-em-ups, 


and how modern-day players play those games.” 


emotions past with 
updating a classic game 


’ 


with modern technology isn't always straight- 


isometric view- 
challenge so far,” 
per Mark De Verno. “For 
o implement in 2D, as 
it the ground. However, in 
ground; you are floating in 


a false third dimension 


aid of game's audio, but 
lenge, Dustin Crenna sees 


an opportunity to make the most of the changing 


times. “With today’s modern hardware, we're able 
to play back many more sounds at once, while us- 
ing our engine we can incorporate several varia- 
tions of a certain sound to add more depth to the 
gameplay,” he explains. “Each weapon can have 
its own impact sound on different types of surfac- 
es, for example. They can have a different sound 
when being thrown than when being swung. But 
to stay true to the original game, we have to make 
sure they all fit within the 8-bit palette.” 


The fantastic, catchy music was a big part of the 
RCR experience, and the team knows it. “For the 
music, my intention is to pay spiritual tribute to 
he original, but at 


he same time to do something 
completely new and different,” says composer 
Rich Vreeland, better known as Disaste 
“The original definitely 
been 


peace. 


has rock roots, and I've 


apping into my own rock roots to inform 


how the music is evolving. All of the formative 


‘ve come up with so far I've written on the 
he kind of 


ideas 
guitar, which has lent itself well to 
riff-laden music I’m looking to create.” 


Though Conatus is limiting itself with NES-era re- 
strictions on Underground's sound and vision, the 


developers aren't holding themselves back from 


providing a deeper game — drive space and RAM 
‘t in short supply these days. This will enable 
them to make River City an even bigger sandbox 
in which to romp, and with a bigger slate of he- 
roes 


o brawl as. Among Conatus’ descriptions of 
the new characters are phrases like “submission 
martial-arts fighter, 
“break dancer,” suggesting a variety of new fight- 


ing styles to employ as you sweep the streets. 


nou wou 


artist, boxer,” and even 
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(more)|F ROUBLE 
IN RIVER CITY? 


Here’s the lowdown on the new story: It's 25 years after 
Alex and Ryan took down Slick and his evil band of min- 
ions, and they spend their time in a much less violent, 
more lucrative activity: running a local auto-repair shop. 
The duo gets pulled back into the street battles after a new 
group of River City heroes is framed for a kidnapping, and 
with a bounty placed on all of their heads, they find them- 
selves chased by every gang in the region. No surprise... 
chaos returns to every corner of the city. Hope Alex and 
Ryan kept their Dragon Feet and Acro Circus books. 


Conatus very deliberately chose to make River City Ran- 
som: Underground look like the original game rather than a 
polygon-heavy “HD remake.” Bannon Rudis, the project's 
game designer/art director, has some strong thoughts on 
why the team went in that direction. 


“There have been some reboots that don't feel right in 
3D. Or the fact that they didn’t need to be in 3D at all,” 
Rudis says. “People still crave traditional 2D animation. 
Plus the look of the Kunio characters is very specific and 
| wanted to maintain their look. | did embellish where | 
could with their anatomy to make them more versatile 
fighters. Those original little pudgy arms and legs don't 
have much reach on them.” 


Of course, sticking with the 2D approach brings its own 
challenges, beyond just stubby limbs. “I love the 8-bit 
style, but, my god, it's limiting as far as what | can do 
with moves and backgrounds. | have hardly any colors or 
space to work with...but that's part of the fun of seeing 
what | can do with what | have given myself,” Rudis ex- 
plains. “I did this to myself, so | have no one else to blame. 
| could have made it more colorful, but | wanted to stay as 
true to the original as | could.” 
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side the 
rocess. 
Sound Design 


by Dustin Crenna, audio director 


Creating sound effects for a retro 8-bit 
game is a little different than other proj- 
ects I've worked on. First, you want to 
make sure you're staying true to the orig- 
inal sound material. This means trying to 
emulate the NES sound chip as closely 
as you can. When creating sound effects 
for modern games, you can go out in the 
field to collect the sounds you need, for 
the most part (aside from weapons and 
heavy artillery, unless you just happen 
to have them laying around). Generally 
you're not out looking for sounds to record 
for an 8-bit title — although we are...more 
on that later. 


The NES sound chip for the most part 
uses square and triangle waves, with a 
sound generator and occasional sam- 
pling via DPCM to create its sounds. Us- 
ing modern computer-based instrumen 
and samplers, we're able to re-crea 


though you'd be surprised how incredib 


Ss 
e 
very close replicas of these sounds, 
y 
difficult it can be to create convincingly 


retro-sounding material. 


When creating my own sounds, | usually 
start off listening to what was done in the 
original River City Ransom game. This way 
| get a baseline for what the new sound 
should come close to sounding like when 
finished. We wouldn't want it to be exactly 
the same since we are trying to make this 
a new experience, but we don’t want it to 
stray outside of our RCR world. 


After listening to the sound a few (hun- 
dred) times, | start to use my computer 
instruments (mainly, Plogue Chipsounds) 
o try and come up with individual ele- 
ments of that sound that are close to the 
original. They're not always spot-on, but 
generally close enough that they feel like 
hey would belong in the game. This whole 
process can sometimes come together 
rather quickly, or sometimes take hours 
just to get set up on one sound. It seems 


completely random. 


Since | like to use my punching and kick- 
ing sounds as an example, we'll go back 
to those again here. When | have the 
initial impact sound that | like, | create 
a bunch of different slight variations of 
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i cess and | would export 
: we wanted to take the whole creation pro- 
i cess for these sounds a little bit further to 


: add a more modern shine to them (but no 
i too modern). The next step is to try and 


i We just have to be careful that they’re no 
: overpowering the original 8-bit layers o 


i get my hands on, | sit down to edit it a 


i ed material and to find the best impacts 
: Once 


: sounds. The end results are the sounds 


hat sound so that when they're used in 
he game, you aren't always hearing the 


: exact same sound over and over again. 
: We'll also be adding pitch variations to 


hese samples to increase the difference 
between each hit. 


ormally this would be the end of the pro- 
hese sounds for 
implementation in the game engine. Bu 


locate items to record that will add a bi 


more punch and impact to these sounds. 


i the sound. 


Now it’s off to the basement or wherever 


: else | happen to have random stuff laying 
: around to hunt out the items that | think 
i will sound the best when recorded. (I 
: should note that I'm using Cockos Reaper 
as my digital audio workstation of choice.) 


I'm generally not too picky about micro- 
phone selection or placement when doing 


: this type of recording. Just put the micro- 


phone in front of the sound and hit “re- 


i cord” for the most part (provided it’s the 


proper type of microphone for the job). 


: After I've spent an hour or so punching, 


icking, and recording everything | can 


t takes some time to clean up the record 


hink will work, but in the end it’s worth it. 


have my big impact sounds, | drop 
hem back in my 8-bit sound project and 
ine them up with the retro punching 


: you hear in the video we posted on the 


Kickstarter page (both the fighting trailer 


: and the sound design vignette). 


: There's obviously a lot more detailed be- 


hind-the-scenes work that goes into creating 


i sounds for this project, and we hope we're 
: able 
: chances to get a glimpse of what it's like to 


‘o give the backers and the fans more 


: work on this project from our perspective. 


= 
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The bigger city will also give the de- 
elopers a large canvas on which to 
uild. They promise that there'll be a lo 


s well as a lot of hidden gems for al 
ayers to discover. Underground is de- 
igned to satisfy all levels of players — 
whether you're a Kunio series diehard 
or are wondering what the fuss is al 
about — while staying true to the core 
experience. 


Vv 
b 
of retro content for RCR fans to enjoy, 
a 
p 
S 


“Fan service is scattered throughout 
the game,” says Rudis. “There are ref- 


erences to many things, f 
to present day. The city is huge so there 


om the ‘80 


will be a lot of Easter eggs to discover. 


“It's a balancing act, beca 


those Easter eggs to be subtle and in 


direct, so that new playe 


rs (and eve 


returning ones) aren't constantly bom 


barded by nudges from the past,” says 


Crenna. “We want peop 
when they see something 


e to chuckl 


use you want 


S 


" 


e 


they remem 


ber, but otherwise not have it take away 
from the gameplay, because we're all 
here to experience something new.” 
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Since the game is being built on the open-source 
MonoGame engine, fan developers and modders 
will have an easier time using Underground's as- 
sets to make their own creations and share them 
with the community — perhaps even making 


their own games that can themselves be Kick- 
started. As Conatus said in its Kickstarter pitch 


for Underground, “Kickstarting a game to sell is 
cool; making something to allow others to do the 
same is cooler.” 


Indeed, Kickstarter is turning out to be a smérgas- 
bord of retro-game possibilities that’s providing a 
hungry audience with plenty of games to feast 


on (see the Mighty No. 9 cover story from RETRO 
#1 for another great example). The question still 
remains if these opportunities will translate into 
serviceable experiences that fans can embrace, 
but considering the reverence paid to the source 
material, we hope that Conatus’ vision paves the 
way for similar spiritual sequels to rewrite the 
book on modern classics. Or, at the very least, 
that this new take on the River City Ransom lega- 
cy gives us a serviceable set of streets on which 
to unleash our stick-swinging, trashcan-flinging 
fury. That alone would be worth its weight in 
all-access tokens to Pop's Health Club. 


TANKING CIN TRIE 
Buss. 


wm Yoshihisa Kishimoto head- 

v | ed up the creation of some 
classic games and franchises, 

- i including Cobra Command, 
Double Dragon, and Kunio-kun. 

a 62S ' Downtown Nekketsu Monoga- 
tari, the third title in the Ku- 

nio-kun series, was released 


in Japan in 1989 and became 

=. River City Ransom in North 

America. Andy Eddy asked a 

few questions to Kishimoto, who will be a consultant on 


River City Ransom: Underground, via Daniel Crenna at Co- 
natus through email. The replies, which were provided to 


Crenna by a representative of Kishimoto's in Japan, were 
edited by RETRO for clarity and space. 


RETRO: What was it about the original River City Ransom 
that made it such a big draw for gamers? 


Yoshihisa Kishimoto: |t was successful because it offered 
the combination of RPG elements and belt-scroll action 


gaming style, as well as providing the ability to power up by 


purchasing items. Also, the game featured characters that 
were very unique and attractive with a good story. 


RETRO: How do you think RCR fans will feel about this Un- 


derground sequel? 


YK: Japanese fans will be surprised that young characters 
are so matured in RCR: Underground, but they'll be attracted 


by much smoother and dynamic action of characters in this 


game compared to the original. 


RETRO: What's your view of the efforts by western developers 
to do modern takes on classic franchises, such as RCR: Under- 


ground and Double Dragon Neon? 


YK: It's great to see their versions of classic Japanese 
games, because their sense is totally different from ours, 


which creates a very unique game. 


RETRO: From your perspective, how does developing a game in 
2014 compare to when you started your career in the early ‘80s? 


YK: When | started, we were trying to be best in the fight- 
ing/action genre and invented the belt-scrolling style of 
fighting game. There wasn't a “winning genre” at that time 
until we made it. Nowadays we know this genre works, so 
we just remake classic belt-scrolling style of fighting games 
with better visuals, sounds, and actions 
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“DELUXE... 


MEGAMEDIA 08.31.97 CHRIS CUDDY 


But in our world, Crush! Deluxe was an indie project of sorts by David L. Adams, who | questions to answer. Should the team be one race or multi-race? Is it worth it to up- 
would later go on to become the lead developer of Darksiders. Working in tiny Gil- | grade the Docbot to prevent injuries? What about illegal equipment? A restrictive 
bert, Arizona, Adams worked to improve upon 1995's Blood Bowl, the disappointing | budget of 900k leaves you with plenty of hard decisions. Crush! Deluxe is a tinker- 
PC adaptation of the Games Workshop tabletop hit. In many ways he was suc- | er’s game, and putting together a good, solid team is a satisfying reward in itself. 


cessful. Crush! Deluxe ended up being much deeper and more interesting than its 
better-known cousin, lending its team building an almost Football Manager-esque | If Crush! Deluxe has a weakness, it’s the action that follows once you take your 


evel of depth. But whether because of its lousy name (it sounds a bit too much | delicately constructed team onto the field. Much like X-COM, it's essentially 


ike a puzzle game), or because of its weak distribution, it never really caught on. | a turn-based RPG, with each player getting a certain number of points to carry 


out actions like tackling and throwing. The goal is to search one of several boo- 


Those who did play it, however, were frequently enraptured by its depth. Essential- | by-trapped dispensers for the B.A.L.L. (Bionically Augmented Lower Lifeform), 
y a strategy-RPG with drafts and salary caps, Crush! Deluxe replaces Blood Bowl's | then deliver it to the goal while the other team tries to steal it away. To its cred- 


orcs and elves with robots and aliens, all of them armed with the latest gadgets. | it, the action moves quickly, and advantages turn quickly as one team or another 


Like Football Manager, FIFA, and Final Fantasy Tactics, its appeal lies not on the field, | brings in players with illicit equipment. But the actual strategy is comparatively 


but in the customization screen. Right from the start, there were any number of | limited, and the impact of the various skills and stats can be difficult to discern. 
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For what it's worth, this is not an issue that’s limited to Crush! Deluxe. In a way, 


it's even being relatively fa 


ithful to its roots. Many tabletop fans enjoy the act 


of building and painting their army more than playing the game itself; and as a 


management sim, Crush! Deluxe is first rate. The delicate balancing act you 


must achieve over the cou 
ancing the needs of the budget, building up players — compares favorably 


with most any modern sports sim. And the risk-reward that comes with kit- 


se of multiple seasons — dealing with injuries, bal- 


ting out playe 


So why isn't Crush! Deluxe more 


didn't exactly 


behind it. Crush! Deluxe's simple 


s with Bounding 


have the marketin 


ondly remembered? We 
g muscle of a major pub 
top-down graphics also 


Boots and other gear is a nice RPG-esque touch. 


|, as mentioned before, it 


isher like Electronic Arts 
didn't compare too well 


with the glitzier offerings from bigger developers. Without a platform like Steam 


or a recogniza 


ble name to help 


There's also the little matter o 


it stand out, it was proba 


bly doomed to obscurity. 


its being, in effect, Blood Bow! in space. Crush! 


Deluxe may have been the StarCraft to Blood Bowl's Warcraft: Orcs and Hu- 


mans, but without the original game's pedigree, it was going to have a 


very difficult time escaping its shadow. And 


op gaming community, 


Blood Bowl was already pre 
Crush! Deluxe was a niche within a niche. That it’s 


estament to the care with which the developers c 
portion of the game. Those who did discover it usu 


t's a shame that Crush! Deluxe never had an opportunit 


outside of the hardcore table- 


ty obscure. In essence, 
remembered at all is a 
rafted the management 
ally ended up loving it. 


y to be a true Blood Bowl 


40K. With a bit more exposure, it might have really flouri 


shed, possibly even over- 


shadowing the original game. Crush! Deluxe fans can find comfort in knowing that 
heir preferred fantasy sports sim bests all others in realizing the spirit of the origi- 


nal Blood Bow! tabletop game. In that, Crush! Deluxe may at last have a legacy. 


www.readretro.com 


FEATURES WL 


As any seasoned gamer knows, Atari is the granddaddy 


of modern videogames. Without Breakout, Adventure, 
and Missile Command, there would be no Halo, Grand 
Theft Auto, or Tomb Raider. The concept that you could 
play games using your television was still novel in 1977, 
and Atari was writing the rules as it went along. The 
Atari 2600 (originally called the Video Computer Sys- 
em) ended up being one of the best-selling videog- 
ame systems of all time, with an estimated 30 million 
consoles sold. This groundbreaking system ignited the 


popular imagination and spawned a $20 billion industry. 


But the games themselves were only part of the sto- 
ry. Marketing and selling the games — in toy stores, 
video rental places, and even drugstores — was an in- 


tegral part of sowing Atari into the consciousness of 


millions of potential players. So, Atari commissioned 


artwork, hiring a mix of established illustrators and up- 
and-coming young artists to flesh out the pixel-based 
worlds of their games. Without precedent or a sea- 
soned industry to set the standard, Atari's artists had 
to rely on their own creativity, drawing inspiration from 


movie posters, dime-store paperback novels, and film. 


None of this hard work would have mattered if the games 


weren't great, but that part of the story is history. The 
Atari 2600 initially languished on shelves and fended off 


competition from other upstart consoles, but after the in- 


troduction of its “killer app” in 1980's Space Invaders, the 
2600 quickly became a sales behemoth. 


The artwork was just one part of a marketing puzzle 
that included graphic design, advertising, and other el- 
ements, but through the lens of history, it's clear that 
the hand-rendered art created by Atari artists served an 


ATARI ART F EAT RE S 


even greater role. At a time when graphics were much 
ess sophisticated, these beautiful illustrations — de- 
picting ships sailing on foaming seas, hedge mazes filled 
with dragons, and astronauts demolishing rainbow-hued 
barriers — served as an integral part of the overall game 
experience. These scenes helped flesh out the onscreen 
worlds of the games themselves, serving as an imagina- 


ion bridge for game players who were new to the world 
of bytes and pixels. 


Susan Jaekel, the Atari freelance artist behind Adven- 
ture, 3D Tic-Tac-Toe, and Circus Atari, explained that it 
was a very open environment for creativity. “They didn't 
give many instructions,” she said. “It was a very cre- 
ative environment. They told us, ‘You come up with the 
concept and create it.’ These were very large pieces — 
maybe two feet by two feet — big paintings for them.” 


Staff artist Hiro Kimura had a consistent process he 
applied to his work at Atari. “My approach was to first 
talk with the programmer to see what the game is 
about, and which features he’d like to see emphasized 
in the image. Then | played the game if it was available.” 


“My favorite medium was acrylic, but | sometimes 
used airbrush as seen in Joust and Pengo, with water- 
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color and Dr. Martin's Dye.” Kimura created artwork 
or games like ET. The Extra Terrestrial, Millipede, Yar's 


Revenge, Crazy Climber, Frog Pond, and many others. 


imura elaborated on creating the art for Centipede: "The 
original Atari arcade version of Centipede portrayed it as 
an astronaut in an alien landscape. | viewed it more as 


he Hobbit-like setting with a gnome as the hero, shoot- 
ing sparks from his magic wand at the centipede and spi- 
der. | proposed the idea and it was approved. The only 


change requested by management after the painting was 
finished was to eliminate the sparks shooting from the 
wand, as they deemed it too violent. If you ever wondered 
what's happening in the artwork — why the centipede is 


splitting — now you know the reason why.” 


Dozens of other artists contributed artwork to Atari's 
games, across multiple platforms, including the 5200 
SuperSystem, 7800 ProSystem, and Atari's line of com- 


puters. This great stable of talent included many fantas- 


tic illustrators, including the likes of Rick Guidice (who 
did visualization work for NASA) and Ralph McQuarrie 
(whose conceptual renderings are very well known to 


Star Wars fans), and many others. 


Tim Lapetino is an author, speaker, and co-owner of a graphic design 
firm. He is currently working on a related book, tentatively titled Art 
of Atari: From Pixels to Paintbrush. You can follow him on Twitter 


at @lapetin 


CURT VENDEL: 


ATARI ART F EAT RE iS 


Curt Vendel is well known in the Atari 
and classic-gaming communities as a 
champion of the Atari brand. He runs 
and operates the Atari History Museum, 
and has consulted and worked with Atari 
on multiple projects, including the Flash- 
back and Flashback 2 consoles. In addition 
to that, he and Marty Goldberg are part- 
ners in their own company, Syzygy Co, 
creating and publishing classic-gaming 
products and books. Since the late ‘80s, 
Vendel has connected with former Atari 
employees, utilizing interesting tech- 
niques to preserve the history of Atari. 
We discussed his efforts in an interview. 


RETRO: How did you go about acquiring 
the Atari Museum collection? 


Curt Vendel: Actually, I’m very close 
with two of the biggest and oldest Atari 
retail companies located in California. | 
would get calls every once in a while from 
them letting me know that Atari was sell- 
ing some rooms of equipment to these 
companies and they would let me know 


if any prototypes or unusual stuff was in 


the things they’d bought. If it was going 
to be a big haul, | would sometimes book 
a flight and go out to California, because 
| knew that for everything Atari might be 
selling, they would also be throwing out 


just as much. So I'd rummage through At- 
ari’s dumpsters and find many important 
things. Then I'd also buy whatever the re- 
tailers would hold off to the side for me. 


RETRO: So it wasn't just a matter of tim- 
ing, but of knowing the right people and 
planning to be there. You're sort of like 
Indiana Jones! 


CV: Some items have come by chance 
from former employees or their families 
contacting me through Atarimuseum.com 
to offer items for the collection. | have peo- 
ple who watch the flea markets and ham 
radio fests out in California, and I’ve occa- 
sionally found some gems on eBay, mes- 
sage boards, Craigslist, and other places. 


RETRO: So where does your passion for 
Atari come from? 


CV: Atari had a massive influence on me. It 
steered me into my career as a computer 
engineer. | loved everything Atari — they 
were in the arcades, home consoles, and 
computers — and to me, everything they 
made was the best. Some people collect 
stamps or butterflies, license plates or El- 
vis memorabilia. | collect Atari. 


RETRO: What did you find that related 


to the graphic design, illustration, and 
art of Atari? 


CV: I've either located or received every- 
thing from mechanical drawings, to pencil 
sketches, to airbrushed artwork — some 
of them are works-in-progress and unfin- 
ished. | have a great many, but I've done 
a bit of trading and selling to others who 
have a specific passion for videogame art- 
work. But | have several favorites that I've 


kept and have hung in my office. 


RETRO: Why do you think schematics, 
artwork, and the like were not viewed as 
valuable at the time? 


CV: Because they were past projects. 
In Silicon Valley, it's all about tomorrow 
— making something bigger, better, and 
faster. So, designs of the past just weren't 
very important beyond reference. 


RETRO: Was Atari's lack of preserva- 
tion effort a sign of the times? Do vid- 
eogame companies see things different- 
ly today, and why? 


CV: No, Atari was no different than oth- 
ers: Activision hasn't kept an archive, 
Midway was keeping an archive of its 
Atari Games/Williams/Sente assets, but 


they were discarded too. Companies just 
don't seem to care about their history. 
In the case of Atari, as it got sold, things 
were just tossed out. For all that I’ve man- 
aged to salvage and rescue, who knows 
how much is permanently lost forever! 


RETRO: You maintain the Atari Museum 
online and also wrote an expansive book 
about the company's history. What spe- 
cific lessons and moments in history are 
important for people to remember? 


CV: It seems Atari was a mix of luck, 
risk, strategy, successes, and failures, all 
wrapped up in a lot of people who had 
no idea that what they were doing was 
changing the world and the future — they 
were just having fun! 


RETRO: You're an engineer by trade, but 
what has the art of Atari meant to you? 


CV: Engineering is art, and you have to 
appreciate art to be able to create. Atari 
had a very distinct look and feel — it was 
warm and inviting, while being future-ori- 
ented — making pieces of imagination 
become reality. It was high-tech and yet 
welcoming. It gave everyone a chance to 
feel like they were stepping into the future 
and touching tomorrow. 
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WRESTLING 


As sports entertainment celebrates three 
decades of its biggest event, we look back on 
the beginnings of professional video wrestling. 


The WWE, Vince McMahon's beast of a sports entertainment company, is 


Qa 


elebrating 30 years of WrestleMania. The start of three decades of body 
slams, absurd feuds, and seemingly blind referees, 1983 also marked the birth 
of professional wrestling videogames. 


Just as aggressive marketing and cable television turned wrestling from 2 a.m. 


channel 98 fodder into mainstream entertainment, the still-young videogame 
industry tried to capitalize on the explosion with a number of game titles. From 
the video arcades to home consoles and even the earliest home computers, 
there seemed to be as many professional wrestling games hitting the market 
in 1984 as there were over-the-top announcers shouting breathless play-by- 
play on TV. 


Sf ; The first real taste of the squared circle in pixel form 
~ TAGSTERM i oa 

came from 1983's Tag Team Wrestling by Technos. 
capegam Licensed to and released by Data East, this early 


entry looks incredibly silly by today's standards, but 


vie 
Rey = q became popular as fans of Hulk Hogan and Roddy 


Piper's televised antics looked for a way to act them 
out on the videogame screen. 


You controlled the team of Jocko and Spike as you took on your evil tag-team 
rivals The Mad Maulers. Gameplay was slow and plodding, with the in-ring 
competitors often looking more like they were trying to recreate Thriller with a 
bad back than doing anything threatening. 


“Although the crowd's continual head-thrashing and screechy sounds were 
sort of distracting, if you played it just for the enjoyment of playing, you had 
fun," says Todd Rogers, a veteran pro gamer who works for Florida wrestling 
promotion ACW Underground. 


Technos followed suit with 1985's Mat Mania. The influence of WWF and 
WA television was clear within this arcade hit. A great many in-game 
competitors seem to resemble many of the popular stars of the day. Golden 


= 


k, for example, is clearly inspired by stars such as Bruiser Brody and Hulk 


fe) 


gan. Your own character, Dynamite Tommy, seems based on “Dynamite 
Kj 
Bulldogs tag team. 


"Tom Billington, an oft-underrated worker who was part of the British 


The crowd also became 
other pop-culture icons su 
who must have wandered 


uite diverse. Seen in the Mat Mania audience are 
ch as Darth Vader, Superman, and Stevie Wonder, 
in there simply to hear the referee's over-the-top 


count of “One... Twooo... T 


hreeeeeeeeeeeeeeceeeee!” 
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Ted DiBiase catches hin in 
a clothesline! 
He’s giving a free 
wrestling lesson! 
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“! remember they stood like boxers, walked around 
like geisha, and never broke their bumps,” recalls Matt 
Wallace, a Los Angeles screenwriter who once toured 
the country as pro wrestler Deacon Riot. “But you got 
to play as The Dynamite Kid in Japan, and that was 


amazing.” 


So popular was Mat Mania that Technos produced an 
arcade sequel called Mania Challenge. It was a strong 
influence on the Nintendo Entertainment System 
hit Pro Wrestling, which borrowed heavily from Mat 


Mania’s gameplay style. 


The in-ring action also spilled onto into the early 
home computer market of the day, with hits such 
as Bop’n Wrestle and Mike Gibson's Master Wrestling 


on platforms like the Apple Il and Commodore 64. 
Among them was the first-ever game to license real 
professional wrestling talent, 1987’s MicroLeague 
eatured the stars of the World 


Wrestling Federation. 


Wrestling, which 


“This VWWWF-based game had more than meets the 
eye,” adds Rogers. “Before the matches started you 
actually had an interview mode, just like on TV, where 


the wrestlers ham it up.” 


Rather than featuring sprites that ran around the 
ring, MicroLeague Wrestling featured then-impressive 
digitized graphics that you influenced by selecting 
from a list of wrestling moves tailored to match 
talents such as “Macho Man” Randy Savage and 


“Million Dollar Man" Ted DiBiase as you stared at 


pixelated stills in the center of the screen. 


The WWF license joined the red-hot NES in 1989 
with WWF WrestleMania, created by Rare and 
published by the infamous Acclaim. Now including a 
more traditional in-ring gameplay style, this NES title 
is both historic and polarizing. 


“! remember it being super exciting to play a game 
featuring real wrestlers, which of course were absolute 
superheroes in those days,” says Thor Aackerlund, 
the winner of the legendary 1990 Nintendo World 


Championships. “It helped that it was actually a well- 
made game, when so many tie-in licenses are just 
cheap cash grabs.” 

Others strongly disagree with Thor's opinion, 
including a historian of gaming who is often quite 
polarizing himself. 


“This one is as fun as dental surgery,” says NES fan 
and former pro wrestler Mike “NESQuester” Wright. 
“Giving Andre the Giant some music for once as well 
as the other tunes being decent for the time are its 
only saving graces.” 


Despite the differing opinions, WWF WrestleMania 
popularized character power meters and in-game 
tournament modes, two features used within the 
majority of WWF/WWE-licensed videogames since. 


Just as the WWE rosters have changed since the 
days of Hulkamania, so too have the videogames 
influenced by it all. As the WWE recalls its early days 
and celebrates a huge milestone, gaming fans around 
the world also have much to reflect upon. 
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Single-player 
ESRB Rating: 
TBD 
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Lorne Lanning, the creator of Oddworld: 
Abe's Oddysee, calls his upcoming Oddysee 
remake “nostalgilicious.” The — fans 
demanded a return to the dusky world of 
the 1997 PlayStation original, and three 
generations of console advancements and 
a revised subtitle (New ‘n’ Tasty) later, the 


results are, at the very least, nostalgilicious. 


Lanning explains a bit more: “We decided 
to do something that isn't yet common. 
We decided to remake on contemporary 
technology, but keep the original storyline 
and game design layout. We wanted to 
richen the feeling of ‘being there’ in a 
homage to this classic.” 


Balance issues, a more natural gameplay 
progression, flip-screens that were once 
dictated by old-school loading issues now 
being framed in continuous flow—tweaks 
are in place, and you can certainly pick 
out the bits of tech that make it a 2014 
production. 


Beyond obvious advancements, there are 
a few surprises in store for longtime fans. 
As Lanning explains it, “some in gameplay, 
some in cinematics, some in visual effects, 
gamespeak, guest voices, etc. We think it's 
adding up, but I’m not going to spell it out. 
We're leaving it for the gamers to discover. If 
they think it sucks, we'll know pretty quickly 
and then I'll be calling you for a paying job.” 


The original game really was an unusual 
achievement for its time. The imaginations 
responsible for the aesthetic qualities came 
from various Hollywood backgrounds; the 


design side had a lot of Silicon Valley game- 


development history. “Abe's Oddysee and 
Abe's Exoddus were unique in that these 
games were two of those rare titles where 
the original assets were built and textured 
at a close-to-film resolution level, and all 
in pre-rendered formats (Alias software 
circa 1994),” points out Lanning. “And you 
need to remember that the game was being 


developed before Toy Story came out.” 


And its political allusions and slave- 
labor themes added gravity to the 
puzzle/adventure mechanics. In that 
respect, Abe was in a camp of his own. 


Here is a game that still works today. 
But how well it does so, as Lanning 
noted, is up to us to discover for 
ourselves after the final retrofitting. | 
invite this approach to reliving games 
that we loved in the past, and | invite a 
good debate. But what might Lanning 
say to someone who thinks this a lazy 
way of doing things? 


“The emphasis should be on the quality 
and longevity of experience against the 
relatively low cost of the game, which 
is our core value offering as a self- 
published indie,” begins Lanning. “We 
aim to deliver a unique experience for 
great value at a great price. Anyone 
accusing us of being lazy can piss off 
with their piss-ant depth of game 
development experience, and anyone 
who knows game dev will know that a 
team of people put their heart and soul 
into this experience. 

“Instead, we're aiming for people 


that enjoy quality, crafted, unique 
experiences in rare forms of content 
that understand the value and rarity 
in our offering. We're submitting into 
a category of hard-to-find gems that 
are beneath the radar of the major 


publishers today. We're aiming for 


people who do their homework on 
games before they buy them, trust a 
brand of quality, and enjoy a developer's 
devotion to artistry and craftsmanship 
in the gaming experiences they deliver. 
That may sound like some marketing 
jive but the fact is it's right on target 
with our philosophy and commitment.” 


Beyond his team’s focus on a pure 
Oddworld 
have some understandable financial 


experience, they also 
concerns to take into account, an 
element Lanning says keeps them 
squarely focused on the game's lineage. 
“We're delivering against a very modest 
budget which is no walk in the park,” he 
says. “But this team has been putting 
heart and soul into the game to deliver 
the best experience they possibly can, 
and being that the team is fans of the 
original and composed of hardcore 
gamers, we're betting that the original 
fans will be happy with the results 
while newcomers will find it equally 
enjoyable and a rare treat.” 


As to whether or not this passion 
project will resonate with the masses, 
Lanning seems aggressively indifferent. 
"At the end of the day, the game 
will ultimately speak for itself, and 
personally | can’t stand listening 
to marketing shills brag about how 
their 


and why it’s better than all the other 


fantabulous new product is 


offerings in the genre and blah, blah, 


ODDWORLD: NEW'N' TASTY MJ o7.W FU] >) 1s 


KEEP THE ORIGINAL STORYLINE 
AND GAME DESIGN LAYOUT." 


blah...zzzzzz. Haven 't we heard it a 
million times already from the same 
talking heads? We'd rather be treating 
gaming content more like music or 
movie recommendations. If you like 
ours, then you might like these other 
games, too. If you like Oddworld, you 
may really like Trine 2, Octodad, Limbo, 
Mushroom Men, the BioShock series, 
etc, etc, etc. More Netflix, Amazon, 
and iTunes-style recommending with 
less ‘us vs. them.” 


It's a change that seems natural in 
other spaces, but one that Oddworld 
sees as a pivotal transition for smaller 
developers. Less about taking down 
“the establishment,” Lanning sees i 
as an opportunity for liberation from 
an all-too-familiar machine. “We wan 
to see indies survive and thrive and 
continue to make more games that take 
chances and offer a wider variety o 


experiences for people. We don’t wan 
to ‘beat 


the landscape that way today. | also 


hem. We just aren't seeing 


think intelligent people are just getting 


so tired of the standard competitive PR 


BS with the blabber spewing out from 
pre-scripted marketing departments 
delivered by sales people that jump 
from crappy albeit enormous sugared 
water companies into game companies 
that are hoping to salvage their sinking 
stock values, and then these shallow 
personalities jump ship to sporting 
goods companies. Aren't we getting 
tired of the people who really don’ 
know, care, or believe in what they 
are selling? Those that read the scrip 
and pimp whatever they're paid to 
hustle with all the smiles and fancy 
rhetoric. Maybe it’s just me, but it al 
seems so increasingly and blindingly 


transparent these days as the trend 
grows increasingly blatant in gaming.” 
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“A shmup, a fighter, and a 30s cartoon walk into a Dar... >> 


by Brady Fiechter 


Publisher: 
Studio MDHR 
Developer: 
Studio MDHR 
Platforms: 
PC 

Release: 
TBA.2014 
Players: 

1-2 players 
ESRB Rating: 
TBD 


| tell the creators of Cuphead they could look this one up. 
| don’t know the answer either, but as someone who has 
devoured the genre since the twitch-infused ‘80s, per- 
haps it’s time to dig deeper: Where did the term “shmup” 
first originate? Chad Moldenhauer, also the co-founder 
of Studio MDHR, goes first. 


“Good question. Tried all my Internet skills and failed,” he 
admits. “It seems the only thing | could find is that fans 
coined the term. Then | assume magazines or maybe 
even early BBSes spread it around? It's as hard as finding 


" 


where the term ‘beat-em-up’ originated. 


Chad's brother Jared, the other half of Studio MDHR, is 
closer to what | was thinking. “! used to call them hor- 
izontal or vertical shooters, then something may have 


changed during the first-person shooter era,” he says. 
“As they were more commonly referred to as shooters 
by friends, | changed to shmup. The wording | probably 
acquired from a videogame mag.” 


Chad gets the answer, which apparently traces back 
to 1985 in a Commodore 64 magazine called Zzap!64. 
“Shoot-em-up” just doesn't roll off the tongue quite like 


Chad and Jared’s Cuphead is inspired by this longstanding genre, and it’s composed of 
raw materials they've been collecting in their designer toolbox since they were 8-year- 
old dreamers. “| swear it was always hovering in our minds,” says Chad. “I can’t explain 
but it felt like it was always the game we were going to make. Both run-n-gun and 
shmups have that permanent tension and fast reaction style that suited exactly what 
we desired to create. The look was a bonus since we love old cartoons and they are a 


perfect pairing for games.” 


Like all our favorite classics in the genre, Cuphead keeps its narrative contained within 
he visual and gameplay expression. You've got a little setup: Cuphead has been gam- 
bling on Jan-ken-pon with the Devil, and he needs a wish granted by the Wizard King 
o show his face at the grand tournament. To even get there, he has to team up with 


his friend Mugman and annihilate all the world champions before him. Of course, total 
annihilation requires shooting things up. 


The game is heavily focused on boss battles, recalling classics like Radiant Silvergun and 
Ikaruga. “Our most fond memories of run-n-guns are the bosses,” says Chad. “Don't 
get us wrong, the levels are also fun — but for us, the ‘wow!’ moments have always 
occurred at boss fights.” 


“We also wanted to blend in a bit of the love we have for fighting games,” adds Jared. 
“So boss fights play perfectly into that theme.” 


The “run-n-gun” is really just another reference to moving from left to right, pick- 
ing apart enemy patterns, and surviving under increasingly harsh conditions. In the 


words of Cuphead's creators, the experience is “high 
speed, fast twitch, and highly replayable.” Cuphead 
isn't straying from presenting the type of aggressive 
challenge that embodied these games from the be- 
ginning — “it's a genre that needs to be hard,” says 
Chad — but the guys decided to put the emphasis on 
moment-to-moment engagement rather than pun- 
ishing you with limited lives. And of course, if you've 
lived these games for a while, you might be upset if 
you weren't privy to a certain truth: “Two players also 
makes for a good time. Especially if it’s two-player lo- 
cal. Online is definitely awesome and has many great 
benefits...but can you beat playing games with you 
and your friends in the same room? Nope!” 


| have a bit of a problem with developers changing 
things up a little bit too much these days, losing 
touch with the fundamental language that forms a 
genre's expression. Yet it is 2014, and games do re- 
quire expansion. The balance is up to the skill of the 
maker. “You nailed it,’ says Chad. “We have to keep 
pieces of the genre that made it awesome and then 
add our own flavor that hasn't been seen before.” 


One of their innovations is a new “parry” move. “And 
the parry isn’t retrofitted to only ‘sometimes’ work,” 


Jared points out. “This is a mainstay of the game that 
can be used on every boss. Of course, it's not always 
a ‘necessary to win’ thing. We are doing things with 
the patterns that keep you on your toes. Small shifts 
in the timing of attacks, making sure patterns don’t 
feel cycled, tossing in a little smidge of RNG. We 
want the outcome to feel like you need to respond 
on the fly instead of memorizing screen placement 
or learning Al tricks.” 


You won't often see a game, or any medium for that 
matter, that digs into the ‘30s for its cartoon aes- 
thetic. The intentions here are a “sweet and devious” 
character. “It was a time when art direction was not 
full of strict corporate ideals,” says Chad. “The only 
real art direction, it seems, was ‘go nuts, make peo- 
ple laugh. So the amount of original ideas in four to 
six short minutes was mind-blowing. A lot of things 
in old cartoons don’t happen in real life, and | guess 
that’s also tied into our love of games.” 


“It also paved the way for violence as a sight gag in 
cartoons,” adds Jared. “This obviously goes hand in 
hand with videogames, cute characters pummeling 
each other into oblivion in a universe where the rules 
of death do not apply.” 
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MAP IT OUT! You like a map with paths that 
gradually open? So does Cuphead. “A map feels very 


nostalgic for older games,” says Jared. “Whether it 
was a playable Mario-esque map or a Ghouls ‘n Ghosts 
visual aid. It serves as a reprieve from the action and 
helps breathe life into the world 
you're creating. Take Super 
Mario Bros. and compare it to 
Mario 3: Both games are set 


SS 
in the exact same universe but 

Mario 3 allows the viewer to 1) 
really connect with the world. 
By allowing one to make simple = 
choices (which path should | cae) 
take? what order?), it helps .) 
create a bond between the 

player and the main character, 

making it feel closer to being ona 

journey. If a game is just level 1 followed by level 2 you 
never get the impression of how vast the world is or 
truly feel immersed in an alternate universe.” 
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After a Kickstarter false start, thi 
parody draws up a new gamepl 


by Brandon Justice 


Publisher: 
Digital Dreams 
Entertainment 

Developer: 
Digital Dreams 
Entertainment 

Platforms: 

PC 

Release: 
TBD 

Players: 

1-4 players 
ESRB Rating: 
TBD 


Michael Mendheim and the crew at Digital Dreams 
are having a rough off-season. The team, which fea- 
ures several developers associated with the long-dor- 
mant Mutant League franchise on the Sega Genesis, is 
attempting to deliver on a spiritual successor to the 
an-favorite Mutant League Football (cleverly entitled 
Mutant Football League). But, after their first go at a 
ickstarter campaign fell way short of its $750,000 
goal line, they've been forced to make some serious 
halftime adjustments. 


“Since our Kickstarter campaign was unsuccessful, 
we have rethought everything,” admits Mendheim, 
he original creator and designer of Mutant League. “I 
made several mistakes in the first campaign, so we 
ook a timeout, licked our wounds, took a hard look in 
he mirror, and talked to the fans about what kind of 
game they most desired. We listened to themyand will 
build and deliver the game they want.” 


While the 1993 Genesis phenom was an obvious par- 
ody of the Madden franchise, the studio's failed pitch 
proposed a Tecmo Bowl-style, cartoonish take on a 
similar universe for mobile devices with the goal of 
ayquick, relatively simple development process that 
would.get the game into peoples’ hands as soon as 
possible. But after raising only $141,000 and engag- 
ing in the aforementioned dialogue with their fan base, 
it became clear that gamers were more interested in 
seeing a respectful evolution of the Mutant League 
games they knew and loved. 


This led to the team’s current playbook, which should 
prove to be a bit more appealing to console gamers. 
“The game will be in full 3D with a realistic-yet-styl- 
ized art direction. It will once again be a fun take on the 
Madden franchise with a similar but hybrid game view.” 
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Ai cespite this shift toward a more modern take on the genre, MFL is still firmly fo- 
cused,on delivering a game that keeps with the original's penchant for bloodlust and 
irreverent humor, something that has kept the franchise from resurfacing in Electron- 
ic Arts’ (the original title's publisher) NFL-focused, league-approved football roster. 


Back in the day, Mutant League was known for its sense of character, sporting mon- 
strous athletes that played off existing NFL stars like the alien all-universe wideout 
Jerry Slice (patterned after Hall of Famer Jerry Rice) and the smashmouth skeleton 
Bones Jackson (a nod to the peerless Bo Jackson). It also let you pummel opponents 
post-play with punishing hits that would literally reduce recipients to a pile of blood 
and bones — something EA Sports obviously can’t support without getting flack 
rom today’s concussion-conscious NFL. 


But according to Mendheim, Mutant Football League's over-the-top nature is as much 
about respect for the game of football’as it is generating a few laughs. “While we 
may poke fun at the league, it's all done with love, because everyone working on this 
game has a deep affection and respect for the game of football. However, Mutant 
Football League will take the sport and push it to an absurdly brutal level. This game is 
pure fantasy, where you get to experience the things you can only dream about, like 
killing a ref over a bad call. The game's strategy is as much about decimating (killing) 
your opposition as it is going for it or punting on 4th and 1” 


Not to say that Digital Dreams will avoid pushing the boundaries of storytelling 
along the way, though, as Mendheim also indicates there will be an undercurrent 
of social commentary present. “Within all of this mayhem and carnage, there is a 
strong message about the lunacy of professional sports and corporate greed deliv- 
ered with a razor-sharp battle axe and a tongue through the cheek.” 


It's an admirable goal that OG MLF fans will undoubtedly appreciate, and when you 
couple all this with plans for a story-driven season mode to highlight the game's 
characters, four-player support, and a stretch goal of hitting next-gen systems, there 
are certainly plenty of reasons to get excited about this edgy alternative to the No 
Fun League's annual offerings. As longtime fans of the franchise, we here at RETRO 
will be keeping a close eye on their second attempt at funding when their new cam- 
paign hits Kickstarter this May, and hope gamers lend a hand so we can hit the field 
and kick some mutant ass in the near future. 
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Kickstarter is rapidly becoming the key venue for independent game de- 
velopers looking for a boost from the button-mashing public and, more 
importantly, the place to be for titles that scratch the classic-gaming 
itch. Each issue we'll highlight a few recently-funded Kickstarter projects 
we've got our eye on. If you'd like us to check out your project, hit us up 
at tips@readretro.com! 


LISA 


Developer: Dingaling Games 
Platforms: PC 

Release: 05.2014 

# of Players: Single-player 


Web: dingalinggames.com 
Kickstarter Funds Raised: $16,492 


Set in a land where women are a distant 
memory, this self-proclaimed RPG about 
“survival, sacrifice, and perverts” tells the 
post-apocalyptic tale of a man named Brad 
Armstrong and his quest for...sex? Drugs? 
True love? Your guess is as good as ours, real- 
ly, but one thing is certain: This RPG Maker- 
fueled sequel to the esoteric Lisa: The First is 

a classic 16-bit romp with all the dark humor 
and wrestling references you can handle. Plus 
you get to ride motorcycles and sport a sweet 
beard. Sounds great to us. 


EAN 


PARADISE LOST 


Developer: Asthree Works 
Platforms: Wii U, PC, Mac, Linux 
Release: 12.2014 

# of Players: Single-player 

Web: asthreeworks.com 

Kickstarter Funds Raised: $144,960 


You know how the old saying goes: It's 

hard out there for a sentient alien plant, 
especially when said plant has been captured 
by knowledge-hungry scientists. Luckily, 

this stealth-heavy Metroidvania adventure 
allows you to orchestrate your escape via 
sneaking, puzzle-solving, and the occasional 
dose of platforming whilst picking up RPG- 
like upgrades that enhance and morph your 


platforming abilities. Plus PL’s stylized brand 
of sci-fi promises to complete the throwback 
experience in all its pixelated glory. 


EAN 


TREACHERY IN BEATDOWN CITY 


w/ NuChallenger's Shawn Alexander Allen 


GRAPPLE KNIGHT 


Developer: Red Knight Games 
Platforms: PC, Mac, Linux 

Release: 02.2014 

# of Players: Single-player 

Web: redknightgames.com 
Kickstarter Funds Raised: $12,067 AUD 


CHAOS DRIFT 


Developer: Caleb Stewart 

Platforms: PC 

Release: 04.2014 

# of Players: Single-player 

Web: chaosdrift.net 

Kickstarter Funds Raised: $6,011 

We here at RETRO have a special place in our Ever wonder what it would be like to sand- 
wich the difficulty and knight-y goodness 
of Ghouls ‘n Ghosts with the hook-based 


hearts for classic Square RPGs like Chrono 

Trigger and Final Fantasy. So, too, does Caleb 
Stewart, the one-man team behind the swinging of Bionic Commando? Ponder no 
upcoming “nostalgic RPG experience” Chaos more, brave gamers, as Red Knight Games’ 
Drift. Packed with multiple scenarios, character Grapple Knight looks to deliver on this ques- 
advancement options, and game-altering tion and then some via a vibrant world full 
choices, this homage already has us hooked of twitch-testing challenges in this tale of a 
thanks to a strong sense of style and some young man and his quest to become a knight 


of legend and defeat the evil Alchemist. 


EAN 


solid writing. Definitely worth a look. 


EAN 


esting with friends, as well as meeting with 
me to discuss the game's progress. Inverse 
Phase is a white guy from the Baltimore area 
who makes all the awesome chiptune music. 
Last but especially not least is Diana Santiago, 
a Puerto Rican lady and my wife who does all 
of the promotional art, as well as helping keep 
hings on task.” 


Developer: NuChallenger 
Platforms: PC, Mac 
Release: 02.2015 

# of Players: Single-player 
Web: anewchallengerawaits.com 
Kickstarter Funds Raised: Currently $14,198, 
aiming for $50,000 


Once again, we dug through a mountain of 
amazing Kickstarter projects in search of 

a gem we just couldn't pass up. In honor 

of games like Double Dragon and River City 
Ransom, we had to chat with NuChallenger's 
Shawn Alexander Allen about Treachery in 
Beatdown City. 


Why They're Making The Game: “\Ve love 
beat-em-ups, but they tend to devolve into 
button-mashing fests because that’s usually 
what's easiest. Treachery in Beatdown City 

is our answer on how to create something 
more substantial and enjoyable in the genre. 
We are injecting tactics and RPG mechanics, 
like using a menu to build combos that uses 
resources and fighting-game-like psychology 
and moves for dozens of unique enemies to 
create a battle system unlike any other. And in 
between fights, there is an overworld that can 
be explored to find items and shortcuts.” 
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About The Team: “Our team is very unique. 
Three of four members are NYC natives and 
people of color. | am a black man who does 
most of the game design, animation, level 
design, business development, and the art 
Manny Marcano is a Taino Indian/Italian guy 
who does all of the coding and setting up QA 
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IF YOU ADORE CLASSIC POINT-AND-CLICKS, TIM 
SCHAFER IS ABOUT TO MAKE YOU A VERY HAPPY GAMER. | seulteetiese tne 


PUBLISHER: 
Double Fine 
Productions 
DEVELOPER: 
Double Fine 
Productions 
PLATFORMS: 
PC, Mac, Linux, 
Android, iOS, Ouya 
RELEASE: 
01.28.14 
PLAYERS: 
Single-player 
ESRB: 

NR 


OUR RATING 


SUMMARY 

Tim Schafer's back with 
asmart and stylish new 
point-and-click. 


Tim Schafer and the team at Double Fine Productions made 
headlines back in February 2012, when their Kickstarter-funded 


project (code named Double Fine Adventure) raised over $3.45 
million (they had originally asked for only $400,000!). Undoubt- 
edly, a large part of this success is owed to Schafer's reputation 
as a maestro of the genre, responsible for such undisputed mas- 
terpieces as Day of the Tentacle and Grim Fandango. Fans of these 
games admire their sharp wit, superb storytelling, unforgettable 
characters, and fun puzzles. 


While | doubt any point-and-click adventure game (even from 
Schafer) could eclipse the great Lucasfilm classics of the 1990s, 
Broken Age comes close. Indeed, the only complaint | have was 


that it only took five hours to complete — and now | have to wait 


for the next act to see what comes next. 


The story of Broken Age concerns two characters, a young boy 


named Shay (voiced by Elijah Wood) and a girl named Vella 
(voiced by Masasa Moyo). Shay is a prisoner aboard a space ship 


apparently designed by Fisher Price, where he’s smothered by a 
motherly Al whose only mission is to keep him absolutely safe. 


To keep him distracted, she (and her crocheted creations) devise 
fake missions, which always end in heroic (but disappointingly : 


easy) triumphs for Shay. Shay's life becomes much more interest- 
ing, though, when he meets a stowaway disguised as a wolf, who 
helps him evade the Al and face some real danger. 
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If Shay's biggest problem is a “family” who take safety too far, Vel- 
la has the opposite problem: Everyone seems to want her dead. 


Vella begins the game just as she is about to be sacrificed (along 
with some other maidens) to an H.P. Lovecraft-inspired monster 
: from the deep, Mog Chothra. The citizens of each town visited 


by Mog Chothra have come to terms with this vile practice, since PROS/CONS 


: otherwise it would destroy them all. Indeed, the other maidens 


consider it the highest honor to be eaten by Mog. Only Vella has 
the courage and intelligence to want to fight the beast. 


Both Shay and Vella have interesting places to visit and creatures 


to meet, with plenty of memorable moments. Even the trees and 
eating utensils in Broken Age are loaded with personality. 


: The stylized graphics (similar to watercolor paintings and pa- 
per dolls) and the young age of the protagonists might lead 
: some to conclude this is a child's game. Fortunately, like all the 


best children’s books and movies, this is no simplistic tale, but 
rather a thought-provoking story with plenty of dark and sinister 


elements. There are also plenty of inside jokes for fans of the Lu- 
: casfilm games. 


| highly recommend Broken Age to all fans of point-and-click ad- 


: venture games. | only hope the following acts will maintain the 
: quality and excellent pacing of this opening. 
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BROKEN AGE (ACT 1} 


MOUSE MAGIC 


While I doubt any 
point-and-click 
adventure game 


(even from Schafer) 


great Lucasfilm 
classics of the 
1990s, Broken Age 
comes close. 


Unique 
aesthetics 


© Fun characters 


© Witty dialogue 


and thoughtful 
story 


Short; Act 
tends ina 
cliffhanger 


PUBLISHER: 
Taito? 


DEVELOPER: 
Andrea Babich and 
Aladar 


PLATFORMS: 
Arcade 
RELEASE: 
12.11.13 
PLAYERS: 
1-2 players 
ESRB: 

NR 


OUR RATING 


SUMMARY 
Fans of Bubble Bobble can't 
go wrong with this free 


58000 


ce 
4 oe 
! 


CLPLLTTLLTLTD 


sega ~RETROGRAD 


LQ TTTTTITTII, 
es 


LITT LLLLLT TLL EDLLD I 


164390 164390. 148350 148350 
o o 


RERRRRES RRR EE 
* SenEee 
a at 


20 BAK. 


141590 @% 


lo 


ROUND 20 
Ri a 


’yHeidi Kemps 


WELCOME TO BEGINNING OF NEW FANTASTIC STORY >> 


@ There are a lot of Bubble Bobble fans out there, but it’s inter- 
esting how many of them came to love the game through its ports 
rather than through its original arcade release. Take me: | first 
played the game on my NES, and though | knew original arcade 
versions of games tended to be better than their console counter- 


parts, the arcade Bubble Bobble was leagues beyond what I'd been 


playing. Better physics, less flicker, more bonus goodies, and all 
kinds of delightful hidden secrets — it was revelatory. 


Like many arcade ports of the time, the NES Bubble Bobble attempt- 
ed to overcome its technical inability to provide a perfect port by 
instead featuring some original content. In fact, almost every port 
of the game features original elements not seen in the arcade re- 
lease, ranging from collectible items to entire stage designs unique 
to that version. But despite some very cool console exclusives, 
most Bubble Bobble fans swear by the tightly tuned gameplay of 
the arcade edition. 


Italian developer Andrea “Bisboch” Babich is even more fascinated 
with these console-specific differences — to the degree that he has 
spent hundreds of hours poring over each and every version of the 
game, carefully taking notes. After the unfortunate passing of the 
game's creator, Fukio “MTJ” Mitsuji, Bisboch and fellow fan Aladar 
were inspired to pay tribute. The pair took on the task of hand-pick- 
ing and porting many of these unique console elements back into 
the original arcade game's code. The end result is Bubble Bobble: 
Lost Cave, a freeware ROM hack playable in MAME. 


Lost Cave plays like the arcade version, complete with all its delight- 
ful hidden bits: secret bonus rooms, bonuses derived from high- 
score initials, even messages and cheat commands revealed by de- 
coding in-game script. However, every level has been completely 
replaced with stages from Bubble Bobble’s home ports. You'll face 
formerly exclusive (and generally much tougher) levels from the 
NES, SMS, Game Boy, and even Game Boy Color editions of Bub- 
ble Bobble. Lost Cave feels familiar in terms of gameplay and level 
layout, but cleverly remixes these elements to also feel completely 
different and fresh. 


Not everything in Lost Cave is a direct console transplant — some 
of the level layouts, particularly those derived from the handheld 
versions, have been altered to work better with the arcade physics, 
and numerous visuals and secrets are completely new to Lost Cave. 
Bisboch discusses and showcases the process behind implement- 
ing these elements at his Lost Cave development blog (lostcave. 
wordpress.com), where you can also download the game (and 
learn how to install it on a real Bubble Bobble PCB, if you want!). 


Bubble Bobble: Lost Cave is a shining example of a fantastic tribute 
game: Not only do the efforts of its designers shine through, but 
the end product expertly recaptures the joy, mystery, and challenge 
of the classic that inspired it. 
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TOMB RAIDER 


PUBLISHER: 
Square Enix 
DEVELOPER: 
Crystal Dynamics 
PLATFORMS: 
PS4, Xbox One 
RELEASE: 
01.28.14 
PLAYERS: 

1-8 players 
ESRB: 

M 


OUR RATING 
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DOUBLE HELIX MAKES METROIDVANIA MAGIC. 


PUBLISHER: 
Capcom 


DEVELOPER: 
Double Helix Games 


PLATFORMS: 
PS3, Xbox 360, PS4, 
Xbox One, PC 


RELEASE: 
02.19.14 


PLAYERS: 
Single-player 
ESRB: 

T 


OUR RATING 
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DEFIN ITIVE EDIT 


ONE EDITION TO RULE THEM ALL, +etenden Justice 


As a card-carrying fan of the original Tomb Raider, \'ve always regarded 
the way the franchise went from roaring out the gate in the early days of 
the PlayStation to becoming a shallow shadow of the puzzle-solving, cav- 
ern-combing original with a touch of sadness. | still remember playing The 
Last Revelation and wondering how the game that single-handedly united 
my entire dorm in action-adventure awesomeness turned into such a con- 
troller-smashing exercise in annoyance, and despite some solid stabs at re- 
demption, the series never fully recovered. 


Then along came Uncharted, placing the pressure firmly on Crystal Dynam- 
ics to deliver something that not only helped restore Lara's swagger, but also 
modernized a franchise that had spent far too long chasing its own tail. This 
helped produce 2013's critically acclaimed Tomb Raider reboot, which has 
graciously made its way to next-gen consoles in the form of the Definitive 
Edition, adding a host of DLC, extras, and visual enhancements to the mix. 


Considering the fact that countless reviews of the core experience have been 
around for ages now, | won't belabor the point that the new Tomb Raider is 
an amazing game (which it is), and will instead say that owners of new- 
er consoles looking for a showcase experience can easily find it in this en- 
hanced edition. The main show is the game's visual overhaul, which is one 
of the most impressive things going on the Xbox One and PS4. And the 


’yYRobert Workman 


It's kind of amazing how far Double Helix Games has come in a short amount 
of time. Last November, the company made waves with its wild Killer Instinct 
reboot for Xbox One, and now it's back with yet another refresh of a retro 
franchise, this time Capcom's Strider. Can the studio work its magic again? 


Well, first, let's get something straight. This isn't an ordinary Strider game. 
The gameplay is about the same, and some parts of the design will certainly 
trigger nostalgia in longtime fans, but what Double Helix has done here is 


built a bigger, better beast — a noteworthy, Metroidvania-tinged sequel that 


is truly worthy of Strider Hiryu’s massive skills. 


Strider’s world is one huge hub, spanning the corrupted world of Kazakh City. 
Along the way you'll explore nooks and crannies for hidden goodies, while 
also battling enemies both on the ground and in the air. 


Upon starting play you'll see the kind of magic Double Helix can weave. The 
graphics and sound are a faithful reminder of the franchise's classic days, 
while at the same time delivering a fresh new presentation that fits the cur- 
rent generation of gaming. 


The gameplay feels terrific throughout, with a solid upgrade system that en- 
ables exploration and advanced combat, solid level design, and some epic 
boss battles, all of which blend together to form a fresh new take on the 
series while bringing in plenty of nostalgic touches to make this feel like a 
genuine evolution of the Strider franchise. 
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added DLC, comic, and making-of 
elements are worthwhile icing on that 
cake for Croftheads looking to get a com- 
plete experience. 


If you're a fan of the genre who somehow missed 
out on Lara's initial apolo...err...offering, then 


you've got a lot to look forward to in this brillian 
ly crafted coming-of-age adventure. Tomb Raider 
is bold, beautiful, and incessantly entertaining, 
going a long way toward redeeming a series that 
many fans had rightfully written off. 


Moreover, it's the sort of game that pushes the en- 


tire genre forward (arguably turning the tables on 

the Uncharted franchise), and should be experienced 
by anyone who appreciates a skillful blend of action, 
puzzle solving, and plot. | know Lara may have made 


you alil’ gun-shy in the past decade or so, but trust me 


when | say that Ms. Croft makes the most of another 3 
chance with this one. Let's let bygones be by- 
gones, shall we? 


Music and sound effects are equally good, and the voice-work is quite con- 
vincing, even if some actors try a little too hard to sound devoted in crush- 
ing Strider’s spirits. But, hey, they're villains — what are you going to do? 


Strider clearly lives up to the hype. As with Killer Instinct, Double Helix had 
a clear understanding of what made this game so magic, and kept it intact 
while building a massive new world around it. The results are phenome- 
nal, and the best licensed fare we've seen from Capcom since DuckTales 
Remastered. 


PUBLISHER: 
Hudson Soft 


DEVELOPER: 
Compile 


PLATFORMS: 
TurboGrafx-16 
RELEASE: 
11.19.89 
PLAYERS: 
Single-player 
ESRB: 

NA 


OUR RATING 
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PUBLISHER: 
Last Dimension 


DEVELOPER: 
Last Dimension 
PLATFORMS: 
Windows, Mac, 
Linux, Ouya 
RELEASE: 
12.11.2013 
PLAYERS: 
Single-player 
ESRB: 

NA 


OUR RATING 


¥¥¥¥L 


COMPILE'S CLASSIC TURBO SHOOT-EM-UP 
IS STILL TOUGH TO MATCH. 


7 


»yYChris Powell 
Consoles launch games are usually pretty dire these days, but this 
wasn't always so. TurboGrafx-16 launch title Blazing Lazers is a perfect 
example. A shoot-em-up of the highest caliber, BL came courtesy of 
Compile, whose members went on to create titles like Puyo Puyo, Space 
Megaforce, and Zanac X Zanac. 


The North American version, released in November 1989, has very little 
in the form of story, but the Japanese version, known as Gunhed, was 
based on a film of the same name. The only mention of its origins can be 
found in the game's manual, which references the name of your ship as 


the Gunhed Star Fighter. 


Blazing Lazers isn't a bullet-hell style shooter, instead relying on swarms 
of enemies that seem just as pleased to crash into your ship as they 


are to blast you with projectiles. You'll have plenty of firepower at your 
disposal, as multiple upgrades throughout each level will enhance your 
ship's offenses. My personal favorite weapon is the Field Thunder, which 
unleashes a giant array of lasers that was simply ludicrous by 1989 stan- 
dards. These wild weapons and upgrades are a lot of what make Blazing 


Lazers so much damn fun. 


The game's levels are every bit as varied as the multitude of weapons, 
as through your nine-level adventure you'll travel through deep space, a 
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ANOTHER GREAT 
GAME TO ADD TO 
THE SHORT LIST 
OF MUST-HAVE 
OUYA TITLES. 


’yChris Powell 


Fans of Dinamic Software's Game Over | will surely feel a sense of pix- 
elated nostalgia wash over them as they play Andrew Bado’s Ultionus: 
A Tale of Petty Revenge, which, aside from its silly story, shares just about 
everything with the late ‘90s PC title. 


The game's five platforming levels are sandwiched between two shmup 
levels, and like any decent sandwich, the meat of the game is found in the 
middle. While the shmup action feels a bit bland, the game's platforming 
levels shine, requiring you to show patience, crack shooting, and precise 
jumping. 


The level and enemy variety are impressive, and capped with a wide array 
of boss encounters. Throughout your quest for petty revenge, you'll bat- 
tle against giant plants, dragons, mechs, and laser-toting airships. These 
boss encounters tend to require lots of patience, as your wimpy pistol 
does very little damage, and learning their patterns is a must if you're to 


survive unscathed. 


Exploring each level rewards you with a trip to the shop, where you can 
choose between an offensive or defensive weapon upgrade, like a split 
shot or a cape that gives you an extra hit. Also, hidden away throughout 


r 
pyramid-laden desert, and the insides of a giant 
organism. A giant, screen-filling boss awaits at 
the end of each level to put your dodging skills 
to the test. Perhaps most impressive, though, 
is how Compile managed to fill the screen with 
a bevy of colorful enemies, giant bosses, tons 
of projectiles, and pump out great music and 
sound effects without even a hint of slowdown. 


Not to say that Blazing Lazers is the best game in the genre, but with its 
multitude of weapon upgrades, sweet soundtrack, and assortment of 


enemies, you'll be hard pressed to find many that surpass it. 


Fortunately, you can find Blazing Lazers for a relatively reasonable price 
these days, which can't be said for a lot of other TurboGrafx-16 games. 
This is one launch title that belongs on every Turbo fan's shelf. 


the stage is your trusty sidekick Balzac. Freeing him on each stage opens 


the way for the “good ending” and an extra shmup level after you defeat 
the detestable Space Prince, who trolled you on the galaxy’'s favorite so- 


cial media site, Spacebook. 


The game's pixel art is top-notch and really adds to the style of heroine 
Serena S., who gallivants around in a costume out of Barbarella. Also, Jake 
“Virt" Kaufman, who previously provided music for Double Dragon Neon, 


provides some great chiptunes that really add to the early ‘90s flair. 


The few negatives include an overly large HUD, which reduces the view 
of the action by at least 30 percent. This was another ode to Game Over 
Il, but one | could have lived without. Additionally, the occasional bug 
strikes at unfortunate points, like while battling the end boss or even 
during the end credits. 


Overall, though, Ultionus is an enjoyable experience and a great warm-up 
to Bado's upcoming Legend of lya, which was successfully Kickstarted in 


August. If you're an Ouya owner complaining about nothing to play, shut 
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up and go buy Ultionus. 
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PUBLISHER: 
Sega 
DEVELOPER: 
Novotrade 
PLATFORMS: 
Sega 32X 
RELEASE: 
11.30.95 


PLAYERS: 
Single-player 


OUR RATING 


¥¥e 
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You know you're playing an Ed Annunziata game 
when the scenery's magical, the gameplay’'s im- 
mersive, the music’s alluring, and you have ab- 
solutely no idea what the hell you're supposed 
to do. 


Take Kolibri, where you're a projectile-shooting 
hummingbird which must clear its forest-dwell- 
ing haven of nasty flying insects and other 
strange creatures. There's something to do with 


magical crystals and saving the Earth, but all you 
really need to focus on is shooting things. 


Despite its lack of direction, Kolibri is still a feed- 
er full of fun because gang warfare in the bird/ 


insect kingdom is just awesome. 


[Did you know: Kolibri’s manual came 
complete with instructions to make your own 
hummingbird feeder. ] 


PUBLISHER: 
Tutstronix 


DEVELOPER: 
Tutstronix 


PLATFORMS: 
Vectrex 


RELEASE: 
09.30.11 


PLAYERS: 
Single-player 
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PUBLISHER: 
Sega 
DEVELOPER: 
M2 


PLATFORMS: 
Nintendo 3DS 


RELEASE: 
12.19.13 


PLAYERS: 
1-2 players 
ESRB: 

; 
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Vector PHOT varive kennedy 


Vector Pilot is a very accurate Vectrex port of 
Konami's arcade classic Time Pilot. The graph- 
ics are now vector, but the game plays exactly 


like you remember. 


and battle 
flying machines through five different eras, 
spanning 1910 to 2001. The Vectrex joystick 
works well, giving you responsive control 


You take control of a futuristic je 


over your death machine as it flies in loops, 


7) 


taking out enemies and rescuing parachutis 


for bonus points. 


As an added treat, Vector Pilot also comes with 
one of three high-quality color screen overlays 
that accentuate the detailed, battle-ridden 
cloudscape. High-score save, hidden levels, 


and unlockable vessels finish off this grade-A 
homebrew that should be a part of any modern 


Vectrex collection. 


3D Streets OF RAGE uncrer workman 


The original Streets of Rage is a testament to 
Sega’s design during the heyday of the Genesis, 
and now we get to play it in 3D on Nintendo's 
3DS. Luckily, it still packs a punch. 


Thanks to some great beat-em-up fun for one 
to two players, a soundtrack that continues to 
be among Yuzo Koshiro's finest, great brawling 
gameplay, and some slick new 3D tune-ups to 
the backgrounds, 3D Streets of Rage remains a 


quality brawler that’s worth adding to your col- 
lection, whether you just want to groove out to 
Koshiro's tunes or beat up a few thugs wherever 
you're waiting in line. Now if only we could get 
the sequel in 3D... 


PUBLISHER: 
Tengen 


DEVELOPER: 
Core Design 


PLATFORMS: 
Sega Genesis, Amiga, 
Amiga CD32 


RELEASE: 
1993 


PLAYERS: 
Single-player 


OUR RATING 
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When you think of what Core Design brought to 
gaming, chances are that the words Bubba ‘n’ Stix 
don't immediately leap to your noggin. But the 
way this quirky, challenging puzzle-platform- 
er demands expert timing and critical thinking 
makes me wonder if perhaps it should. 


In many ways, the blend of character, platform- 
ing, puzzle-solving, and combat in BnS is a pre- 
cursor to the tenets of the Tomb Raider series, 


though it comes in the form of a charming, car- 
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toonish, laugh-riot of dopey rednecks and ob- 


noxious aliens. 


The visuals still hold up to this day, and the inter- 
action between the game's two main characters 
and the environment offers up a host of clever, 
gut-busting challenges that will genuinely nudge 
you in the noggin. It may not seem like much on 
first inspection, but this little-known "strategy 


adventure” is a true classic. 


PUBLISHER: 
Sega 
DEVELOPER: 
M2 


PLATFORMS: 
Nintendo 3DS 


RELEASE: 
12.05.13 
PLAYERS: 
Single-player 
ESRB: 

E 
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3D Sonic the HEAEENOG noe soinn 


This is how you redo a classic — with the kind 
of ingenuity and know-how that takes advantage 
of the format, while keeping what made it such 
a Classic in the first place. 3D Sonic the Hedgehog 
is as fun as it used to be in the old days, and the 
3D graphics really provide a new layer of visual 
depth, easily making it one of the best of Sega's 
new 3D classics lineup and a game that every- 
one should pick up...especially if you're burned 
out by the blue blur's latest ventures. 


REVIEWS 


PUBLISHER: 
Konami 
DEVELOPER: 
LucasArts 


PLATFORMS: 
Super Nintendo, Sega 
Genesis 


RELEASE: 
09.24.1993 


PLAYERS: 
1-2 players 


OUR RATING 
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Zombies Ate My Neighbors was one of those 16- 
bit classics that really helped the co-op buddy 
shooter spread its wings. Blending cheesy ‘80s 
humor with a host of monster-movie main- 
stays, this LucasArts run-n-gun was equal parts 
action and reference-laden amusement, and 
its 55 zany levels of neighbor-rescuing, squirt 
gun-shooting, and monster-evading still stand 
the test of time. 


Taking a spin with Zeke and Julie, laying waste 
to countless creepers, running like heck from 
chainsaw-wielding psychopaths and constant- 
ly fighting to save that tourist or explorer to get 
the high score at the end of each round...it’s just 
as frantic and fun and funny as it was two de- 
cades ago. If you can get over the lack of a “save 
game” feature and tough it out, this one is defi- 
nitely worth the ride. 
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INSANE COLLECTION 
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The collection contains many prototypes 
and one-of-a-kind items, rare games, anda 
ton of documents, artwork, and memorabilia. 


Collecting classic videogames has turned into a massive hobby for many retro gamers. Every issue, Insane Collection will take an in-depth look at some of the 


most monolithic and noteworthy videogame collections in the world. Do you think your game collection is insane and want to share it with others? Then email your 


contact info and a short description of your collection to tips@readretro.com, and it might adorn the pages of a future issue of RETRO magazine. 


How do you follow up the largest collection in the world? 
By showcasing a museum full of videogaming history that 
not only includes rare gaming artifacts but items that, 
when combined, tell the stories behind the videogame in- 
dustry as we now know it. Here we discuss this amazing 
collection with museum curators John Hardie, Sean Kelly, 
and Joe Santulli. 


RETRO: What inspired you to curate this collection of 
videogame history? 


Sean Kelly: | hate to use the term "bit by the collect- 
ing bug,” because I've seen it used so many times over 
the years as collectors come and go. It seems those 
folks would scratch their bite and within a few years 
they'd be cured, no longer interested in collecting or ar- 
chiving games. What | have is much more than some 
“bug bite.” 
er stopped. There is no cure for me and | am not look- 


| began collecting around 1987 and nev- 


ing for one. In fact, | think I’m much more interested in 


videogames than | was back nearly 30 years ago now. 


The funny thing is, | really don’t play very many games 
these days. | don’t often find myself with the time or the 
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patience. However, my appetite for information about 
the games, the people behind them, and their stories 
is insatiable. Today, when | hear the phrase “My dad 
used to work for (insert pretty much any game com- 
pany name here),” it literally gives me goose bumps. 
John Hardie: We started this project individually years 
ago when we each felt the need to collect not just com- 
puter and videogames, but as much information as pos- 
sible about the development process and the companies 
behind the games. Nobody else was doing anything to 
preserve this information at the time, so we kind of had 
a head start in this area and were able to preserve a lot 
of stuff that would otherwise have ended up in the trash. 
When Sean, 


this all together and build upon it further. 


Joe, and | met, it was a no-brainer to bring 


RETRO: What's special about the items in the muse- 
um's collection? 


JH: |t's quite a diverse collection! The collection contains 
many prototypes and one-of-a-kind items, rare games, 
and a ton of documents, artwork, and memorabilia. What 


makes them special is that they tell a story and docu- 


Sean Kelly, John Hardie, and Joe Santulli take a 
moment in front of the results of their world-class collecting. 
ment the birth and evolution of the videogame industry. 
Many of these items were headed for the trash (some 
were even rescued from the trash), but they often show 


products that could have been or software that was never 


released. These artifacts are a vital part of documenting 
the industry's history. 


INSANE COLLECTION @if-Y RECOLLECTION 


Defeating the Dumpsters: Were it not for the efforts of Joe, John, and Sean, many of these gems might have been landfill fodder. 


RETRO: Obviously many of the items in your collection 
are rare and even one-of-a-kind; priceless. What are 
some of the rarest items in the collection and how did 
you get them? 


SK: The Videogame History Museum collection is the 
product of multiple individual collections. There are doz- 
ens if not hundreds of one-of-a-kind or one-of-a-handful- 
of-a-kind in our archive, so it’s very difficult to pick the 
rarest of the lot. Someone who recently ran a successful 
Kickstarter campaign to fund a book about the history of 
Sega came to us asking for the opportunity to photograph 
one of our rarer pieces — the Sega Neptune mock-up. 
The Neptune was to be a Sega Genesis and 32X all-in- 
one unit. No working hardware has ever been found, and 
we own the only physical example of the device. 


JH: My personal choices would be our Dr. Pong and Puppy 
Pong machines. These arcade machines were originally 
designed to be sold to doctor's offices to keep patients 
occupied while waiting. We picked these up from former 
Atari employees and while they're not one-of-a-kind, 
they are quite rare with only a few known examples still 
around. Another choice would be the Atari 65XEP — a 


portable version of Atari's 65XE computer. This is a one- 


of-a-kind item and was obtained by an Atari developer 
who rescued it from Atari after it was shown at a trade 
show. Again, being an Atari person, my choices will grav- 
itate toward their systems — Atari Mindlink, Cosmos, 
2700, 5100, etc. 


RETRO: We understand many of the items were do- 
nated and have specific stories surrounding them. 
What are some of these items, who donated them, and 
what are their stories? 


SK: We could fill an entire issue with these stories 
if you'll let us! The first thing that comes to mind is 
the Imagic Star Voyager model. On the front of the 
box for Atari 2600 Star Voyager, there is a spaceship 
depicted floating in outer space. One year at Clas- 
sic Gaming Expo, Imagic programmer Bob Smith 
comes walking up holding the very spaceship on the 
box! | thin 


chins on the floor. It didn't seem like a big deal to 


the three of us just stood there with our 


Bob, but it was absolutely amazing to us. Bob do- 
nated the piece to us and it’s been one of our most 
prized possessions since. This is a perfect example 
of exactly the types of items we are most interested 
in. Sure, we have many copies of the game in mint 
condition, and know many stories about the de- 
velopment of Star Voyager, but how cool is it to be 
able to preserve the friggin’ spaceship on the box? 


Something more recently that comes to mind is an item 
that our good friend Randy Pitchford donated. At the 
announcement party for the PS4, Sony gave out cus- 
tom, personalized gold PSOne consoles. There were 
only 100 of them ever made, and while Randy certainly 
appreciated the gesture, he also realized that it would 
be a pretty cool item to include in the Videogame His- 
tory Museum archive, so he donated his to the museum. 


RETRO: What are each of your personal favorite pieces? 


JH: It's pretty hard to pick a favorite piece because so 
many of them are historically important. | might have to 
go with something that I’m particularly proud of, which 
would be our button collection. This is usually one of 
the constant elements of our exhibits and it’s just a ton 
of promo buttons and memorabilia for classic games 
and systems. It's primarily classic vintage in that there's 
no Xbox or PlayStation stuff in there. Some of the cooler 
buttons are for games and hardware like Preppie!, Boulder 
Dash, GameLine, B.C.’s Quest for Tires, and Atari Cosmos. 
SK: | love my magazines! | have a pretty extensive col- 
ection of pre-Nintendo magazines that | really enjoy. | 
vividly remember walking to the local newsstand around 
he day the latest issue of Electronic Games was due and 
peeking in the window to see if | could spot it on the rack. 
The feeling | got when | actually saw the cover of the 


new issue is something I'll never feel again, but flipping 


hrough the collection from time to time gets me as close 
as |'ll ever get. It's hard to imagine in this age of free and 
instant information how exciting it was in 1981 to read 
news about the videogame industry. 


RETRO: How high do videogames rank ona scale of his- 
torical and cultural relevance? 


JH: Personally, on a scale of 1 to 10, | would have to rank it 
an 8. The development of the industry helped push tech- 
nology just as the personal computer industry did. Ear- 
ly videogames obviously exhibited a need for additional 
and cheaper memory, and many engineers learned to 
develop hardware circuits that provided bank-switching, 


sound enhancements, and hardware-expansion devic- 
es. All of this contributed to the evolution of technology 
that has gotten us to where we are today. Videogames 
today are a major entertainment medium, whether 


they be on consoles, computers, or handheld devices. 


RETRO: Where can people see the Museum's collec- 
tion in person? 


JH: The Museum has only existed as an actual 501(c) 
(3) non-profit for about three years. Even though 
we've been exhibiting this collection at Classic Gam- 
ing Expo since 1999 and at E3 since 2004, we've only 
just started focusing on educating the public and rais- 
ing awareness of our cause by bringing our exhibits to 
as many shows as possible. Over the past two years, 
we've exhibited at D.I.C.E., Game Developer Confer- 
ence, E3, Pax East, Comikaze, Gearbox Community Day, 
GDC Next, and Classic Gaming Expo. And we're hop- 
ing to bring our exhibit to South by Southwest in 2014. 


RETRO: What else do you guys do in the world of gaming? 


SK: Ironically enough, | actually own a retro videogame 
store! I've been at my current location (Videogames 
Then & Now, 4351 N Harlem Ave, Norridge, IL 60706) 
since 2003. |'m in the process of opening a second lo- 
cation in Des Plaines, IL by the time you read this. 


JH: Not much time for other things these days. In 
the past, I've written articles for fanzines and maga- 
zines. The constant search for information pretty much 
takes up any time not required for work and family. 


Joe Santulli: |'m the founder of Digital Press, which 
started as a fanzine and evolved into the first published 
collector's information guide, where we published all of 
this information that we collected. It's also the name of 
my videogame store at 387 Piaget Ave, Clifton, NJ 07011. 
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Kohler's Collect-a-Thon ! 


THE PLATFORM 

Nintendo isn’t known for technological horsepower 
these days, but the Super Nintendo Entertainment 
System rode circles around the competition with its 
nifty graphical tricks and amazing audio processor. 
What resulted was an incredible library of games 
that still hold up today. Nintendo produced enduring 
classics like Super Mario World and Zelda: A Link to 
the Past, and third parties like Squaresoft, Konami, 
and Capcom delivered some of their best work ever. 
SNES was the golden age of sprite art; its gorgeous 
pixel aesthetic still looks great today. 


COLLECTING IT 


Exactly how many SNES games are needed for a 


“complete” U.S. collection is the subject of some con- 
troversy. There are 723 games with a product code 
ending in "-USA," although some may only have been 
sold in Mexico, some were only available as rentals, 
and two were sold through mail order only. One sin- 
gle unlicensed game was released during the SNES's 
lifetime — Super Noah's Ark 3D. 
What makes SNES so expensive is that, unlike on the 
NES, the games players want to enjoy today actually 


weren't very popular when they came out. If you want 
to get copies of Madden 93 or Street Fighter II Turbo, 
they are available in abundance. But Castlevania: Drac- 
ula X and Earthbound had low print runs. 
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THE HOT ONES 


Here are the games any collector would go crazy to 


find in a box of junk at a flea market. Every piece of 
these games, from the cartridge to the manual to the 
box, is worth big bucks. 

Note: While the rarity of certain items rarely changes, 
price often does — both up and down. These prices are 
generally accurate as of early 2014, but anything could 
happen. 


Exertainment Mountain Bike Rally/ 

Speed Racer (1995) 

Built for an exercise-bike accessory that let you ride 
your way to fitness using the SNES, this two-game 
combo cart was produced in very limited quantities. 
The cartridge sells for $1,000, and complete in box 
or sealed copies will get a multiple of that. (Don't be 
fooled by the Exertainment cart with only Mountain 


Bike Rally on it, which is very common.) 


Donkey Kong Country Competition Cartridge (1994) 
This special version of Donkey Kong Country was used 
for a series of competitions in Blockbuster Video and 
elsewhere. Nintendo then sold 2,500 of the cartridg- 
es, in yellow and green clamshell cases, through its 
mail-order catalog for $35 each. Today, they're worth 
about $800; over $1,000 if you have the case. 


YOUR GUIDE TO BUILDING 


’yChris Kohler 


The market for original classic games has never been hotter. 
Whether you're obsessed with collecting or just want to play your 
old favorites in their original format, you're paying more for old 
games than ever before. Each issue in Collect-a-Thon!, we'll break 
down the current collecting scene for a particular platform. 


Star Fox Super Weekend (1993) 

Your author actually participated in this nationwide 
competition, winning a Star Fox-themed floaty pen. 
He should have bought this cartridge, featuring a 
special version of the polygonal shooter, from Ninten- 
do's Super Power Supplies catalog when he had the 
chance! Originally sold for $45, Star Fox Super Week- 
end now fetches over 10 times that much. It lacked a 
box but did include a small authenticity card printed 
in red ink, which raises the value. 


Aero Fighters (1994) 

This vertical shmup is a port of the arcade game also 
known as Sonic Wings. The cartridge sells for over 
$300 and the box and manual, depending on condi- 
tion, can push it well over $1,000. 


Hagane: The Final Conflict (1995) 

A side-scrolling action game published by Hudson 
Soft, this has exploded in value in recent years. The 
cartridge goes for $350 and a complete copy can get 
$800-900. 


Wild Guns (1995) 

It's not easy to rustle up a copy of this wild-west ste- 
ampunk shooter, which can cost $250 for a cartridge 
and well over $500 complete. 


THE ULTIMATE RETRO LIBRARY 


Illustration by Thor Thorvaldson 
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Final Fight Guy (1994) 

This isn’t currently as rare or expensive as many oth- 
er SNES cartridges, but the way it came to America 
deserves special attention. This is a special version of 
Capcom's beat-em-up Final Fight, with the Cody char- 
acter swapped out for Guy. It was released exclusive- 
ly as a Blockbuster rental, and the copies out there 
today were sold off by Blockbuster stores when they 
cleared out their SNES sections. Since every copy was 
rented, it’s hard to find good-condition boxes and 
manuals. 


ROLE-PLAYING RULES 

The console role-playing genre came into its own on 
SNES, and it can be quite costly to assemble a collec- 
tion of them — especially with the boxes, manuals, 
and foldout world maps that most games came with. 


Although Enix didn't bring any of its Super Famicom 
Dragon Quest games to America, it did release a va- 
riety of other RPGs, the costliest of which are Ogre 
Battle and EVO: Search for Eden, the latter of which can 
get over $600 complete. 


As for Squaresoft, Chrono Trigger and Secret of Mana 
seem to be its most prized releases today, with Final 
Fantasy II and II] not far behind. 


Other role-playing games of value ($50-100 for car- 
tridges) include Nintendo's Earthbound, Super Mario 
RPG, and Illusion of Gaia; the two Lufia games, Harvest 
Moon, Breath of Fire Il, and Shadowrun. 


UP AND COMING 

We're not done listing the rare and expensive Super 
NES games; not by a longshot. As more and more col- 
lectors enter the market to fight over a small supply 
of games, cartridges, boxes, and manuals for many 
other games have started to hit record heights. 

Rarer SNES games include Mega Man X2, X3, and 7, 
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Castlevania: Dracula X, Metal Warriors, Ninja Gaiden 
Trilogy, Pocky & Rocky 2, Super Turrican 2, Knights of the 
Round, and Demon's Crest. Incantation and other games 
by the publisher Titus can be hard to get complete. 


Some sports games that appear to have been sold 
predominantly (perhaps only) in Mexico can be cost- 
ly, especially in nice condition. Super Copa, the Inter- 
national Superstar Soccer games, and the boxing game 
Chavez II are examples. 


There are also four educational games for kids with 
chronic diseases — Packy & Marlon (about two ele- 
phants with diabetes!), Captain Novolin, Rex Ronan 
Experimental Surgeon, and Bronkie the Bronchiasaurus 
are hard to find. 


And then there's the weird oddity of SNES collecting, 
wherein carts that don't cost much have boxes and 
manuals that are unbelievably rare. The most noto- 
rious is 3 Ninjas Kick Back — a cartridge sells for $20, 
while a mint-condition complete copy recently sold 
for $2,000. 


Even some relatively common games are getting ab- 
surd prices in great shape; it can cost $100 to get a 
complete Super Castlevania lV or TMNT: Turtles in Time 
nowadays. 


SPECIAL EDITIONS 

There were some Super Nintendo carts that were 
never intended to get out to the public. The U.S. army 
used a series of three cartridges called M.A.C.S. to 
train soldiers to shoot; these require a special real- 
istic rifle accessory to play. And Nintendo did more 
competitions, and so a tiny handful of cartridges for 
Campus Challenge and PowerFest are floating around 
(expect to pay five figures). 


AVOIDING FAKES 
Since much of the value of Super Nintendo games is 
tied up in boxes and manuals, there currently exists a 
brisk market in counterfeit paper. Even if a seller ad- 
vertises their fakes as being “reproductions,” there's 
nothing stopping a less scrupulous person from buy- 
ing these fakes and passing them off as real. 


Get familiar with what real SNES boxes feel and look 
like, and if a box doesn't feel like it's made from the 


same cardboard stock, don't buy it! Ditto the labels on 


the games, which are also being reproduced now and 
can be used by scammers to fake a rare game. 


Chris Kohler (@kobunheat) is the founder and editor of Game | Life, 
the gaming channel of WIRED. He is a lifelong game collector and 


the author of the books Power-Up and Retro Gaming Hacks. 
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Rarity Report 


Dracula X: Rondo of Blood 


PC ENGINE SUPER CD | JAPAN ONLY | MARKET PRICE: $110-—160 
What is it?: A highly sought-after chapter of the Castlevania series, 
Rondo of Blood in many ways represented a return to the series’ roots 
after the brilliant but offbeat Super Castlevania IV. The nuance of the 
Super NES game stepped aside in favor of a lean PC Engine Super 
CD masterpiece. Gone was the ability to whip in every direction, the 
grappling from point to point, and the muted jazz soundtrack. 

In their place, Rondo offered a stripped-down, fast-paced action ex- 
perience in the vein of Dracula's Curse, all the way down to branching 
paths and the ability to play as a non-Belmont character (though you 
had to rescue her first). The music rocked, and the mechanics kept a 


lean, stripped-down feel in large part due to the fact that it relied on 
www.readretro.com 


a two-button controller. 


Why so expensive?: Rondo of Blood has 
been a holy grail game from the beginning. 
Konami chose not to localize the game for 
the U.S. (presumably because the required 
audience — Turbo Duo owners — was 
practically non-existent here); in its place, 
we got a heavily modified SNES substi- 
tute called Dracula X. While ostensibly the 
same game, Dracula X lacked the depth 
and secrets of the original and — while not 
a bad game in its own right — felt like a 
flimsy substitute compared to the work of 
art that Japanese gamers enjoyed. 


Rondo really took off in popularity in 1997, 
though. That's when its sequel, Castlevania: 
Symphony of the Night, arrived and took the 
U.S. by storm. Suddenly, American Castleva- 
nia fans were painfully aware of a massive 
gap in their libraries...one made all the more 
glaring thanks to the obvious plot hooks in 
Symphony. The games really are two parts of 
a whole, more so than any other chapters of 
the franchise until Aria and Dawn of Sorrow, 
and the experience of playing Symphony is 
legitimately improved with a playthrough or 
two of Rondo under your belt. 


Is it worth the hype?: Yes! Rondo is one 
of those wonderful cases where a rare 
and expensive game really does live up 
to the reputation it's garnered. It's easily 
the smartest, most interesting, and most 
polished “classic” Castlevania game. It of- 
fers the no-nonsense approach of the NES 
Castlevania trilogy, but greatly refined to 
play faster and more fluidly than any entry 
before it. 


On top of that, Rondo is a devilishly clever 
game. It's full of quirky little details and re- 
wards experimentation. Sometimes you'll 
take a side path and simply encounter a 
special one-time enemy, but you're just as 
likely to unlock an entire hidden stage with 
its own unique boss. And if you can figure 
out the puzzle and free Richter’s future 
sister-in-law Maria, you can play as her. 
Despite being nine years old, she's secretly 
the game's “easy mode" thanks to her un- 
conventional but powerful skills. 


And to top it off, Rondo is a love letter to 
the Castlevania series. The game begins in 
the fiery ruins of a town from Simon's Quest, 
pits you against devastating new versions 
of familiar enemies, and redefines the roles 
of Death and Dracula as more than just 
movie monsters. Despite being treated as 
a side story, Rondo paved the way for the 
richest and most beloved period of Cas- 
tlevania’s storied history. 


But I don't wanna pay $150!: The great 
news is that unlike so many rare and pre- 
cious gaming gems, Rondo has come down 
considerably in price. A decade ago it was 
commanding prices nearly twice as high as 
its current going rate. But if even the rela- 
ively reduced cost of the original Japanese 
PC Engine Super CD is too rich for you — 


not to mention the fact that Duo hardware 
has become painfully expensive — you 
have alternatives. 


First, Konami actually produced a_ full- 
ledged PSP remake of the game several 
years ago. Called Castlevania: Dracula X 
Chronicles, the remake comes in a package 
hat not only includes a total polygonal 
conversion of the original (with new con- 
ent) but also unlockable versions of the 
PC Engine game and Symphony of the Night. 
Unfortunately, the original Rondo isn't em- 


ulated quite as perfectly as you might hope 


nere... 


..bu 
version available for the Wii Virtual Con- 


+ 


hat's OK, because there's a spot-on 


sole. While it doesn’t include the bells and 
whistles of the PSP game, it’s a cleaner 
rendition of Rondo itself. And best of all, 
it's only $10. The downside to this version 
is that the Wii Virtual Console is probably 
living on borrowed time now that the plat- 
form is being phased out, and an increasing 
number of classics have been delisted over 


the past year. In other words, it's probably 
best to strike while the iron is hot. This is 


one game you won't want to miss. 
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A Rare Reputation: People covet Rondo of Blood not just 
for its limited availability, but for its gameplay as well. 
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More than a minigame collection, NES 
Remix digs into the nuts and bolts of the 


classics. 


For those of us who cut our teeth on software de- 
signed in the fires of sink-or-swim cruelty, the sin- 
gle most grating feature of modern videogames just 
might just be the dreaded tutorial. 


Gone are the days where 
quarter in a machine and 
the thick of things, your on 


when you could plunk a 
ind yourself dropped into 
y hint at how to play a few 


terse sentences printed to the side of the controls, 


or a bit of broken English flashing during the attract 
mode. Now games gently nudge you in the right di- 
rection, forcing you to Simon Says your way through 
a seemingly endless stream of step-by-step lessons 
before allowing you to venture out on your own any- 
where from 15 minutes to five hours later. The chal- 
lenge of modern games doesn’t come in learning to 
play but rather in staying awake long enough to get 
to a point where you're actually allowed to play. 


Lest this come off as an old-timer's get-off-my-lawn 
screed, there's a reason tutorials became a perma- 
nent fixture: A whole lot of games are really badly 
designed and make no sense at all. Tutorials aren't 
he industry treating its consumers as brain-dead 
idiots so much as a bashful confession that games 
often don't make a lot of sense and require arcane 
nowledge, trial-and-error experimentation, or both. 


That's one big reason I've always been drawn to Nin- 
endo’s software. While the Nintendo catalog is far 


rom perfect, they may well have the industry's best 


rack record when it comes to creating games that 
greet new players with intuitive, intelligent design that 
instructs without being obtrusive. For every tiresome, 
didactic Twilight Princess, you have something like Super 
Metroid, where the thoughtful placement of obstacles, 


enemies, and power-ups guides you toward proper 


play techniques without ever being obvious about it. 


Illustration by Thor Thorvaldson 


And nowhere is that better demonstrated than in the 


recent surprise release of NES Remix for Wii U. 


You could easily write off NES Remix as a wa- 
tered-down take on WarioWare, or as a transparent 
attempt to snag a slice of the iOS free-to-play market 
by repackaging old games. In truth, neither of those 
claims would be entirely wrong — it is both of those 
things. But there's more at work here than recycled 
assets and ideas, and for anyone interested in better 


understanding why certain games work intuitively, 
NES Remix could practically serve as a textbook. 


Take, for instance, how NES Remix presents The Legend 
of Zelda. You begin with simple tasks like collecting 
he wooden sword from the old man in the cave, or 
defeating a screen full of enemies. As you progress 
hrough the challenges, your objectives grow more 
challenging: Clear a swarm of enemies without tak- 
ing damage, refill your health, or collect a piece of Tri- 
orce. By the end of the Zelda sequence, you're practi- 
cally clearing entire dungeons. 


n short, the Zelda events in NES Remix train you to 
play Zelda, starting with basic tasks which it progres- 
sively combines into more elaborate missions. It is, in 
effect, a tutorial disguised as a minigame collection, 
encouraging you to build a repertoire of game me- 
chanics by presenting them as standalone events. 
Shiny stars and Miiverse stamps act as the sticks and 
carrots that goad you to mastery. 


is tha 


(outside of the “remix” sequences that mash game 


What | find interesting about this approac 


concepts together in new and surprising ways) NES 


Remix doesn't actually do anything that all those old 
NES games didn’t. Its tutorial tasks consist of chal- 
lenges already present in the original games. You 


had to figure out how to collect a weapon and defea 
enemies in order to progress in The Legend of Zelda; 
how to leap barrels to advance in Donkey Kong; how to 


climb vines and unlock Kong's chains to beat Donkey 
Kong Jr; and so forth. 


All NES Remix does is parcel those instructive videog- 
ame moments into standalone sequences, supple- 
mented with pats on the back for good performance. 
If you break down the divisions between challenges 
and the little blurbs of instructional text, NES Remix 
basically gives you classic NES games as they origi- 


nally were. 


The uncharitable could view NES Remix as a pointed 
commentary on the way today’s gamers need to have 
instructions doled out to them. Super Mario Bros. is just 
too confusing without being told to jump on Goombas and 
collect mushrooms! But that's not really fair, or accu- 
rate. You can still see the pick-it-up-as-you-go ap- 
proach at work in games as recent as Super Mario 3D 
World, which in classic style dispenses with instruc- 
tional text in favor of clever level design that encour- 
ages you to learn through self-motivated discovery 
and experimentation. Not every modern game treats 
us like halfwits, and not every classic game worked as 
smoothly to teach newcomers the ropes as did Super 


Mario Bros. 


NES Remix shows the genius inherent in Nintendo's 
best classic creations, but it also lays bare the crum- 
miness of lesser titles like Urban Champion and (sor- 
ry) Excitebike. By reframing old NES games as con- 
temporary minigame collections, NES Remix reveals 
the subtle ways the classic greats taught us to play 
them without our ever realizing it. And by comparing 


its bite-by-bite structure to the seamless flow of the 
games it deconstructs, it offers a few pointers for cur- 
rent-day game designers looking to exorcise the evil 
of nagging tutorials from their work. 


Jeremy Parish works as senior editor at USgamer.net, 
co-host of the Retronauts podcast, and grim overlord of 
gaming blog 2-Dimensions.com. Occasionally, he even 
finds time to sleep. 
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Reach the bonus stage! Protect the climbers! 


Keep a rally going for 5 shots! 


Get to the Goal Pole! 
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HE WAS RORSCHACH BEFORE RORSCHACH WAS COOL. 
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I'll admit, I'm a sucker for mediocre games 
with an over-active sense of ambition. De- 
spite drawbacks that tend to accompany 
games of this ilk, you never know when 
some strange, surprisingly slick game- 
play mechanic will end up sparking a new 
trend. In the case of 1992's NES adventure 
Nightshade, for example, you mostly find a 
muddled mire of missed opportunities, with 
some unique ideas that were put to better 


use in later games. 


Nightshade was a strange mix of genres in 
that it's a point-and-click adventure with 
some action/fighting sensibilities, quirky 


puzzle solving, and a few hilari- 


ously bad jokes. Seriously, the 
humor is on par with classics 
like Maniac Mansion and The 


Secret of Monkey Island. 


That's pretty much where the 
comparison ends, though. I'm 
not sure how you mess up a 
simple point-and-click mechan- 
ic but developer Beam Software 
found a way, requiring the naviga- 


tion of a convoluted menu system 


to perform the most basic of tasks. 
Want to pick up that crowbar on 
the floor? Make sure you're right 
on top of it, move the cursor over 
to the “pick up" option, then select 
the crowbar. This isn't so bad at 


first, but as you get further 
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along, the urge for a few hotkeys will gnaw 


away at your soul. 


And those “action/fighting sensibilities’? 
Streets of Rage this ain't. The combat leaves 
alot to be desired, and is a clear indication of 
how thinly the developers stretched them- 
selves. You initialize combat by touching 
an enemy, which brings up a fight screen. 
You have some standard punches, upper- 
cuts, and the ability to jump...and that's it. 
Sj 


were fun to fight, but that's unfortunately 


mplicity would be bearable if the baddies 


not the case here, with enemies either being 


way too easy or frustratingly difficu 


As for the puzzle-solving aspects, they can 


be very hit-or-miss. The game likes to throw 
you into situations without any real expla- 
nation of what must be done to find a solu- 
tion. Many titles employ trial and error, and 


I'm usually okay with that...but not when 


the solution's always teetering on the edge 


of nonsensicality. 


Consider the beginning of the game, where 
you reveal an escape route through a ran- 
dom wall painting by using the “operate” 
command. Another situation has Night- 
shade using the aforementioned crowbar 
to break open large pipes and find a secret 
lever. Puzzles have to be intuitive and have 
some basis in reality in order to work, lest 
you be resigned to randomly clicking on 
items, commands, and background pixels 


until a path miraculously appears. 


One of the title's only saving graces is its 
humor. This depends on your taste, really, 
but if cheesy chuckles that know they're 
being cheesy are your thing then you'll have 
a good laugh. There are simple run-on jokes 


“ 


such as everyone calling the hero “Lamp- 


shade,” to more off-the-wall bits like Night- 
shade noticing a grate on the floor, which 


sparks some reminiscing over another 


grate owned by his great, great grandfather. 
They're hit or miss, but will frequently catch 


you off guard for at least a chuckle 


The overworld map is rather large for a 
NES-era game. There are over 40 different 
screens to walk through, each usually offer- 
ing up at least one thing or person to inter- 
act with. You can even unlock more by rais- 
ing your popularity meter. Yep, you heard 
me. Nightshade needs to work to become a 
man of the people. The only way to do this 
is through performing good deeds, such as 
saving an old lady's cat or beating up bad 


guys on the street. 


Alternatively, popularity goes down if you 


lose all your health, which leads to another 


interesting idea. Instead of having the typ- 
ical X amount of lives protecting you from 
the “Game Over" screen, upon your expira- 
tion the villainous Sutekh will toss you into 
one of five deathtraps. Find the solution and 


ightshade. | al- 


escape or it's curtains for 
ways thought this was a pretty cool alterna- 


tive to just flat-out dying, which forces you 


grets 


to think on your feet (or back, as shown in 


one of these screens). 


While Nightshade ended up being rather 
underwhelming in execution, it did pave the 
way for the superior Shadowrun on SNES. 
Paul Kidd, the developer, writer, and direc- 
tor of Nightshade, ended up taking over the 
project under a strict timeline. He brought 
Nightshade's dark noir city setting and 
heavy dialogue with touches of humor over 
to Shadowrun, which turned into a critical 
success and won multiple industry awards 


in 1993 


Which goes to show that a good idea can 


still be a good idea with the right execu- 


tion. Who knows? With the recent release 
of Shadowrun Returns and considering that 
Nightshade's full title is Nightshade Part 1: 
The Claws of Sutekh, maybe we'll see a Part 
2 make its way to Kickstarter in the near fu- 
ture. I'll keep my fingers crossed for the time 
being, but only if that revival includes a host 
of much-needed revisions to the game's 


flawed formula. 


David is an associate editor of RETRO magazine 
and was also co-founder of UltraMegaDeath- 
Ray.com. He's been a gamer since first playing 

a Commodore 64, and is a fan of all things geek 
media. Chipotle burritos make him happy. 
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Hold Still - Lemme grab dat wallet before you vanish bro! 
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EXAMINING THE SAFETY 
(AND SANITY) OF SAME-NESS. 


Conditions on the virtual battlefield are rarely subject to real-world analysis. For 
instance, real-life bodies do not vanish after they've fallen, yet we've grown ac- 
customed to conventions created by game developers 10, sometimes 15 or more 
years ago. Is that still necessary today? 


Let's talk about searching a corpse. Have you ever searched one in real life? It 
takes a long time. [Wait, have you? -Ed.] When you do find what you're after, the 
cops arrive, forcing you to pretend you're sobbing over a dead friend and have no 
idea what happened to his wallet. 


And before they even fall to the ground, you'll notice that the enemy Al that leads 
them to this fate is starting to wear thin. Soldiers always attack in small squads 
and remain behind boxes, with just their heads poking out waiting to be shot. 
While we don’t want them to suddenly swarm our position by tossing 40 gre- 
nades and ordering an air strike, it should be expected that the enemy would run 
away when taking fire and set up position to the rear. Yet the enemy always ad- 
vances, as though they've signed up for a suicide mission and will be damned if 
they don’t get their money's worth. 


Then, as if we needed help outwitting these less-than-strategic soldiers, devel- 
opers introduced sneaking elements for added realism. But in the real world, the 
lone ninja is not going to be very effective against cameras and motion sensors. 
Otherwise we'd be finding leftover ninja waste in our offices; used smoke pellets 


on the ground, throwing stars stuck in walls, grappling hooks on the side of build- 
ings, not to mention all the shanked bodies in the hallway. 


And since these two elements lead to a general lack of urgency, some games have 
tried to add a sense of urgency by making it seem as though there's a time limit 
to get somewhere. Yet the woman on the radio telling you to hurry back to the 
chopper is likely to wait there all evening for you, even if you want to scout around 
looking for a missing comic book page. 


When you add i 


cept these conventions because we believe developers are making choices in the 


all up, it starts to become a bit laughable, does it not? We ac- 


interest of fun. Yet, just because it has always been this way doesn’t mean it’s 


the way it should remain. Otherwise games will begin to feel stale. The same 
logic of bodies vanishing, enemies advancing one at a time, and narrow hallways 
with boxes everywhere has been done enough. It's probably time for everyone to 
reevaluate the tried-and-true game mechanics we've grown accustomed to and 
start asking for innovative changes. This way gaming can continue to evolve and 
the experiences can feel new and fresh. 


Kevin | Baird is the founder of Video Game News Radio and VideoGameNews.com. 
Follow him on Twitter @VGNNetwork, Facebook at facebook.com/VGNradio , or drop him a 
line at kevin@videogamenews.com. 
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Seanbaby invented being funny 
on the Internet at Seanbaby.com. 
Bad decisions have led him to 
specialize in terrible and absurd 
games. Follow him on Twitter 
@Seanbabydotcom. 


Illustration by Thor Thorvaldson 


| HIVE. AEA, SON THE EARLY ‘908 WERE 
/ GAMING'S SWEET SPOT 


The Best Bits Started With 8 and Ended at 16 


IF you asked a dozen gamers what the best system of all time was, you would get a dozen different answers. We all have our own standards 
of judgment for a thing like that. Maybe you pick the PS2 since it sold the most units. Maybe you pick the Sega Dreamcast because it didn’t 


leave you like your father did. Or maybe you pick the Jaguar because you long for infamy on NeoGAF. My point is, you’re wrong. Your choices 
are either NES or Super Nintendo and I’m about to prove why. You may already suspect that the late ‘8Os and early ‘90s were the prime 
years for my developmental influences. They were, but this article isn’t based on nostalgia. Like anyone, | can see all the obvious ways mod- 
ern games are superior. Still, there are several aspects of gaming that aren't as good today, and probably never will be again. 


: : Our digital worlds have become so detailed and realistic, but our views of them are 
Looking back on how we used to engage enemies cio a ; 
. : ; ; on still limited to these slow-swinging cameras. We became a generation of gamers 
in two dimensions, it seems vaguely ridiculous. In . : ; ; ; ; ; 
: : who have no idea which asshole just hit us with a throwing star. We blindly run 
space shooters, we had to fill the screen with bullets and . ; . 
aa : . mn into the busy streets of GTA because it takes longer to look both ways than it does 
missiles to hit anything. In military shooters, we gently . : : ; : 
. ‘ for speeding cars to appear in the way we're not looking. Three dimensions came 
released bullets from our guns then safely jogged behind : ; ; ais _ 
amar: : at a cost, and that cost is spending a lot of time looking like an idiot. 
them because there were only two locations in any jungle 


— Filled With Our Bullets or Not On The Screen Yet. So 
yes, the move to three dimensions was unavoidable. 


IS THERE A WAY TO FIX IT? 


Not really. Game cameras moving as quickly as darting eyeballs would only work 


. for a sea-sickness simulator. Smarter cameras will help, but until they're exactly as 
But with the move to 3D games came fancy new camer- 


smart or dumb as the player they're looking at, 3D games will always involve a fair 


as. You had hundreds of new directions you could go, only : 
; . amount of wrestling. 
now you had to wrestle a cranky cinematographer while 
you did it. Pressing left might suddenly mean up. Your 
view of the enemy boss might suddenly be your own crotch. Before 3D, we used 
o jump over pits by expertly avoiding fireballs and fish. Now we stop to delicately 


calibrate our viewpoint so our angle doesn't send us careening into lava. Honestly, 


or all the lava pits I've fallen into, it hasn't felt like it was my fault in decades. 


We have almost completely lost our ability to make delicate movements in games. 


Despite being awesome in almost every way, subtle movements in Saints Row feel 
ike you're walking a cat surprised by a rectal thermometer. Batman cartwheels 
and glides through thousands of Arkham inmates yet takes 45 bumbling seconds 


o navigate a fire escape. And for all its insane difficulty, the deadliest enemy in 


Dark Souls is still changing directions near ledges. 
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“In the ‘90s, when you wanted something 
punched, you tapped punch and your fist 


smashed into that thing's face.” 


THERE USED TO BE WAY MORE GAMING 
PER SECOND 


On the NES, every single title began with a video 
of your girlfriend getting kidnapped. In five seconds, you 
knew who you were and what you needed to do. As for 
a tutorial, don't be an idiot. One of your buttons was 
probably jump and the other one was probably kill. To 
figure out controls, you wiggled your right thumb and 
eliminated the one possibility. 


As time went on, storytelling and controllers became 


more sophisticated. So did market research and focus 
testing. Developers know with scientific certainty that 
their game needs an integrated cinematic experience and each button 
requires a lengthy interactive tutorial. If you also factor in installation time, 
loading screens, designing your character, updates, companion apps, and 


publisher-specific funclub logins, a 2014 gamer is “gaming” at about 1/5 the 
rate of one in 1990. 


IS THERE A WAY TO FIX IT? 


Maybe we shouldn't. | think cutscenes and loading screens might be when 


most gamers get their reading done. 


aes PEOPLE UP WAS BETTER IN 


If you were a genius reading this a couple entries 
ago, you probably wanted to tell me that the main reason 
subtle movements are so clumsy in modern games is 
because of complicated character animation. Turning 
around in a game isn’t as simple as flipping a character 
sprite the other way anymore. Animators work hard 
so that characters can spin their entire bodies around. 

It looks realistic, but it means constantly wiggling off 
rooftops and shoulder-checking electric barriers. It also 


means that kicking someone's ass gets weird. 


In the ‘90s, when you wanted something punched, you tapped punch and 
your fist smashed into that thing's face. If you wanted to stop punching it, 
you told the game this by not tapping punch anymore. That type of precision 
would look stupid today. A 3D model needs dozens of frames of animation 
to realistically punch, which means most of those punch buttons you're 
tapping are pointless. The combat animation of God of War looks amazing, 
but for 80% of the game Kratos is just ignoring you and performing combos 
you asked him to do seconds earlier. Dead Rising is one of my favorite series 
of all time, but it sometimes takes up to 10 seconds for your flailing maniac 


to realize you've stopped pressing the attack button. 


IS THERE A WAY TO FIX IT? 
| doubt it. Pit Fighter tried combining realistic graphics with the herky-jerky 
movements of classic arcade fighting, and that game was so terrible that 


violence charged it with slander. 


GLITCHES USED TO BE FUN 


We didn’t complain about glitches when we 

were using them to wiggle through ceilings 
in Mega Man 2 or skip bosses in Double Dragon. 
There was no technical error we couldn't solve by 
blowing into a cartridge. But as games became 
more and more expansive, glitches became less 
and less delightful. 


Today we end up with a backpack full of quest 


items we can’t drop, or we suddenly fall through 
the ground to a never-ending limbo. Our games 
freeze, our saved games corrupt, and hackers steal our credit card num- 
bers. At this rate, the next generation of game systems will have a one in 10 


chance of squirting hepatitis C blood when you turn them on. 


IS THERE A WAY TO FIX IT? 
You could try hiring only the infallible as developers, but | bet the Pope's 
ideas for games are super fruity. And speaking of fruity games celebrating 


the majesty of the Lord's love... 


IT USED TO BE THAT WHEN GAMES 
a BAD, THEY WERE *GOOD* 


In the ‘90s, people made games like Spiritual 
Warfare, a Zelda rip-off where you threw fruit at 
people until they prayed. Today, it requires such 
an enormous staff to produce a game that God 
would literally have to appear and command a 
studio to make something that unmarketable. 
We had titles about treating your diabetes and 
brushing your teeth — back then terrible ideas 


were able to grow and blossom into hilariously 


bad games. 


It wasn't all ironic, though. There was this sweet spot of human history 
where any studio making a rushed superhero adaptation would slap some 
Spider-Man heads onto Final Fight and the results would be totally cool. 
Kids today probably can’t even imagine a world where a game based on 


something else might be fun. 


IS THERE A WAY TO FIX IT? 


Probably not. The dullness of modern incompetence will never live up to 


the whimsical wackness of late ‘80s/early ‘90s incompetence. It's why 
they invented mullets with frosted tips — to let future generations know 


they will never do awful as well as we did awful. 
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GRATUITIOUS AND 
EXCESSIVE VIOLENCE 


One way NoA thought to filter out violent 
content was to avoid referring to “death” 
or “killing”; rather, enemies were “defeat- 
ed." This strategy worked extremely well 
or most games, especially in Friday the 


13th, where Jason “defeats” children by 


acking off their limbs with a machete. 
also “defeated” an enemy sniper in Top 
Secret Episode by putting a bullet through 
heir head. Speaking of Golgo 13, in order 
o soften the assassin’s image, game ma- 


erials and Nintendo Power only referred 


o him as a “spy,” when in fact the only 
spying he was doing was in female agent 


Cherry Grace's pants. Oh my! 
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RELIGIOUS SYMBOLISM 


No civilized person likes to be reminded of 
religion (who wants to make dinner con- 
versation uncomfortable?), and Ninten- 
do of America apparently agreed, heavily 
restricting religious images and themes. 
Devil World was a JPN/PAL-region release 
featuring heavy Christian symbolism such 
as bibles, crosses, and eggmen, so there 
was no way that game was being released 
stateside lest NoA add confession booths to 


their PowerFest ‘90 tour. 


In another blow to the First Amendment, 
tombstones in the NES version of DuckTales 
sported “RIP” instead of the import version's 
crosses. Yet crosses appear in over a doz- 
en other NES games, including Castlevania, 
Ghosts ‘n Goblins, and even Mappy-Land. 
Oddly, NoA seemed okay with DuckTales' 


flagrant celebration of another religion — 


capitalism and rampant greed. 


Examining 
Nintendo's 


Censorship 
Hypocrisy 


»yPat Contri 


Behold the NES “Seal of Quality”: Nin- 
tendo of America created this golden 
medallion to separate the licensed from 
the unlicensed, the good from the bad, 
the marketable from the shunned. If you 
were a game publisher and wanted your 
NES title in Toys “R” Us and Kay Bee Toys, 
you had to obtain this coveted badge from 
Nintendo of America to avoid wallowing 
in perpetual obscurity next to unlicensed 
gems such Tagin’ Dragon and Wally Bear 
and the No! Gang. 


Z N 


ICENSED EXCLUSIVELY 
TO TRADEWEST 


BY RARE COIN IT Inc. 


NUDITY 


Nudity runs rampant in the NES library. 
From Kid Icarus’ blue-boobed sirens to Al- 
ex's sauna-ass in River City Ransom to Taboo: 
The Sixth Sense's tarot card debauchery, it 
seemed like almost half the NES library had 
either straight-on nudity or huge-breasted 
women (Super Off Road, |'m looking at you(r 
breasts)). 


If you then tack on all the NES games featur- 
ing nude female statues in the background, 
the percentage probably jumps to some- 
where in the 75% range (note: not a scien- 
tific calculation). When it came to boobs, 
Nintendo of America responded like a 
room of freshman boys discovering Internet 
porn in 1997. Heck, | wouldn't be surprised 
if someday we'll discover a Game Genie 
code that lets you play as a topless Princess 


Toadstool in Super Mario Bros. 2. 


) ne 


Remember how the Atari 2600 died in 
a glut of garbage software? The Seal of 
Quality program was ostensibly meant 
to help prevent another such fiasco, as 
well as regulate NES games’ content. NoA 
was notorious for screening out religious, 
political, and adult material (graphic vi- 
olence, sexuality, etc.). But Nintendo's 
censorship policies weren't exactly easy 
to predict, nor were they even close to 
consistent. 


NAZIS 


The 20th century's most notable fascists 
were also verboten. Nintendo scrubbed just 
about all references to the Nazi villains in 
both Top Secret Episode and Bionic Comman- 
do, save for a single swastika that snuck 
by in Top Secret Episode...oh, and ADOLF 
HITLER FINAL BOSSES in both games. 
Come on NoA, we've seen enough History 
Channel (pre-Pawn Stars and Ax-Men era) 
to know what Hitler looks like! Change 
him to look like a talking giraffe, a wallaby, 


something! 


So there you have it, the great NES Seal of 


Approval. As you can see, it was far from 


consistent and leakier than Hitler's head af- 


ter being hit by a rocket launcher. 


Pat Contri (@patthenespunk) is a writer, collec- 
tor, and video producer best known for Pat the 
NES Punk and Flea Market Madness. He runs 
thepunkeffect.com and helps produce Retroware 
TV's The Video Game Years. 


DEV-OLUTION 


‘ »y Andy Eddy 


Dev-olution is a regular RETRO column that looks at how veter- 
an developers got their starts in making games. If you have com- 
ments about the column or recommendations for who you’d like 
to see covered in a future installment of Dev-olution, you can 


“If it's good enough, 
it'll rise above the 
waters...and if it’s 

not, it'll get what it 
deserves.” 


reach Andy at andy@readretro.com. 


In many ways, your real life can end up playing 
out like a videogame. You may have the best 
intentions to follow a certain path only to find 
that you're forced to take an unexpected turn 
or end up at a crossroads where one path look 
much more inviting than the one you originally 
planned to take. 


In the early '70s, Don Daglow was a college 
student in Southern California with aspirations 
to be a professional writer. One day he re- 
turned to his dorm to discover a computer ter- 
minal — courtesy of a grant received by some 
students and a faculty member — “clacking 
away,” and after taking up an offer to learn to 
program on it, ended up programming some 
games as a Spare-time hobby. 


“And the rest, as they say, is history...but talk 
about one little thing changing your life,” Da- 
glow says in hindsight. “That was it.” 


While most of the resulting efforts — which 
included a baseball game and an expansion on 
an existing Star Trek game that originated with 
someone else — were intended to be shared 
among other students at his college, there was 
in fact some swapping (unofficial in some cas- 
es, officially in others) taking place between 
colleges that expanded the audience for his 
software. When Daglow started getting letters 
from others across the country who were play- 
ing his games, it sparked a revelation. 


wait a second,” Daglow realized. “Peo- 
ple somewhere else are actually playing my 
games.” 


After Daglow graduated, he held three simul- 
taneous teaching jobs — working at a middle 
school by day, teaching Spanish at an adult 
school at night, and then spending afternoo 

weekends, and summers teaching education 
in a Masters-degree program at a nearby col- 
lege. And while he was getting his share of “fan 
letters,” he still didn't consider game-making 
to be a professional avenue for himself; the 


wasn't as dramatic a life change as the one 
that got him into programming, it was a ma- 
jor course change, nonetheless. “Pure dumb 
luck," he said, “[Mattel was] doing a radio ad 
for minorities on a minority radio station, and | 
happened to be listening, so | heard the ad and 
called them up.” 


The call led to Daglow being hired as one of 
the first five programmers creating games for 
a new Mattel console called Intellivision. Af- 
ter working on making an educational game 
called Geography Challenge — which was never 
released, because it was meant to be played 
using the Intellivision Keyboard Component 
that never made it past the test-marketing 
phase — he switched development teams and 
his first professionally published title was a 
god game/simulation called Utopia. 


Since then, Daglow has had a long, storied ca- 
reer in games that has taken him to Electronic 
Arts (including Adventure Construction Set and 
Earl Weaver Baseball), Braderbund (includ- 
ing Prince of Persia and Where in the World is 
Carmen Sandiego?) and his own Stormfront 
Studios (including Tony La Russa Baseball, Nev- 
erwinter Nights, and The Lord of the Rings: The 
Two Towers). He also received a Technical and 
Engineering Emmy in 2008 for his work on 
Neverwinter Nights, and currently volunteers as 
president of the Academy of Interactive Arts 
& Sciences Foundation, as well as advising 
development teams at various stages of their 
projects through his Daglow Entertainment 
consultancy. 


Daglow admits he’s got “another original [con- 
cept] I’m working on that I'm hoping to turn 
into something.” He’s been creating the initial 
g and connecting with friends 
to help build pieces of the game as he needs 
them. “If it's good enough, it'll rise above the 
waters...and if it’s not, it'll get what it deserves 
and we'll see what happens.” 


If Don Daglow's life is a videogame, he now 


RIVERINE rroraxo s D aN ©. concept of home computers and selling games seems firmly locked onto the adventurous 
eins ORE s Se to consumers, he said, was “science fiction of path he's blazed for the past 40 years or so 
\ mearmely sai 30 or 40 years in the future.” However, in the : But it's clear there are still quite a number of 
late '70s, he purchased an Apple II, which gave : levels yet to be conceived and designed. 
him new hope that he could create some sal- 
able products. His first project was a variation Andy Eddy started writing about games on his 
i of his baseball game Atari 800 in 1983 after he failed to make millions 
= as a game developer with it. Commiserate on 
Then, in 1980, his life story sprouted anoth- Twitter to @vidgames. 
—— brterang er game-like branching path — and while it 
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IVE HAD IT UP TO HERE WITH MODERN GAMES WHAT HAPPENED TO VIDEO GAMES 
WHAT WITH THEIR “TUTORIALS”, “DIFFICULTY — THAT TOOK NO PRISONERS?! 
SETTINGS”, AND “DOWNLOADABLE CONTENT”. GAMES THAT MADE YOUR HAND 


HURT AFTER TEN MINUTES?/ 
GAMES THAT MADE YOU SWEAR 
AND BREAK THINGS?! 


THAT’S IT.. 
MYSELF IN MY ROOM WITH MY 
NES, AND I’M GOING TO PLAY 
THE ORIGINAL GHOSTS AND 
GOBLINS ALL THE WAY THROUGH, | 20 
AND THERE’S NOTHING YOU CAN 


7 MINUTES 


LATER... 
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